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SUBSCRIBE TO SHESEZ! 


THE YOUTUBE SENSATION who just won't respect established boundaries is back in the pages of Nintendo Force Magazine! It 
was exactly two years ago when we first featured the work of Shesez in Issue #29 of NF. We interviewed him in the Community 
section of our Metroid: Samus Returns edition (now framed on his wall, as seen below), and got to learn a little bit about what goes 
into creating his smash-hit YouTube series, Boundary Break. If you didn't catch that article then and still aren't familiar now, the 
Boundary Break show takes in-game cameras beyond their normal limits, zooming up into the sky to get aerial views of entire 
environments, busting through walls to see things on the other side that players were never meant to see and even bringing the 
actual developers of many of the featured games onto episodes as guests so they can directly explain the rationale behind some 
odd, out-of-place things being where it looks like they shouldn't be! Since the time of that NF interview two years ago, the Shesez 
star has continued to climb ever higher, and as of this writing his channel has surpassed 600,000 subscribers! 


But the return of Shesez to NF isn't about breaking any boundaries. He's also been on a quest to discover Dragon Quest, playing 
the series from the start. (He was also the first to go all-in placing his bet that Erdrick would join the Smash cast, and he got that 
exactly right!) He's jumping in as a contributor for this edition, so don't miss his review of Dragon Quest Builders 2! — LUCAS 


YouTube.com/PencakeAndWuffle 
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INBOX 


THE IRON IS HOT 


If it’s ever going to happen, the time is now. 

The Dragon Quest series truly taking off outside 
Japan, that is. It's been the most consistent, most 
beloved franchise across the entire video game industry 
there in that nation where so many of the games we love 
are born, but it's been hit or miss in the rest of the world 
for decades. (A handful of hits, really, surrounded by a 
whole lot of misses... and missed opportunities.) 

But the stars all seem to be aligning this time. 

First up, fan reception toward the recently released 
Dragon Quest Builders 2 has been somewhat surpris- 
ingly positive. We expected a solid sequel following up 
on the foundation that was laid down by the original 
Builders years ago, but effusive praise is pouring out for 
this second installment, with some players already 
declaring it to be among their favorite games of all time! 
The official NF review lies ahead for you in this issue, and 
we asked a friend of the Force, Shesez of Boundary 
Break fame, to take charge of writing it for us. After all 
his hours poured into Builders 1 and his quest back 
through the first six DQ sequels over the course of the 
past two years, he seemed the perfect player to take on 
the task! 

Second, the Dragon Quest series is poised to take 
advantage of the Super Smash Bros. popularity push like 
few others have. When Simon Belmont was revealed last 
year and everyone got hyped to replay Castlevania 
games . . Konami drug their feet. The Anniversary 
Collection didn't go on sale until nine months after his 
hype Newcomer trailer. When Joker was confirmed to be 
the first DLC fighter? No Persona 5 port appeared on the 
Switch to ride that wave — and we still don't know if it 
ever will. But Dragon Quest? There's a series that's 
getting it right, as "The Hero" was revealed as a fighter 
at E3 in June, he went live in the game at the end of July 
and Dragon Quest XI S is just over the horizon, ready to 
capture Smash fans' piqued interest on September 27. 

And Dragon Quest XI S in and of itself is helping its 
brand gain more recognition here in 2019 than it has 
perhaps ever enjoyed before. A Switch-exclusive 
Definitive Edition of a confirmed great JRPG adventure, 
packed with fresh new features, content and music? I'll 
say it again: If Dragon Quest is ever going to turn the 
corner and become beloved in the West like it is in Japan, 
the time is now. 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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LETTERS 


I'm fairly new to the world of Dragon 
Quest, having only beaten two of the 
mainline games. | started with and 
spent dozens of hours playing through 
Dragon Quest IX, and then even more 
time doing the massive amount of side 
content that game had to offer. Dragon 
Quest IX is definitely a game | would 
recommend to anyone getting into 
Dragon Quest. 

The second Dragon Quest I played, 
and actually beat over the last week, 
was Dragon Quest VII! While not as 
extensive as Dragon Quest IX, Dragon 
Quest VII's charming main story will 
keep you entertained for up to 75 
hours, and that's not even including 
post-game content! — CORY G. 


I've actually been exposed to Dragon 
Quest from about the very first time | 
started playing games — except | never 
knew it! A friend of mine in second 
grade kept talking about a game that let 
you collect monsters like Pokémon, 
except that you could combine them; 
but I never got to play it. A little while 
later another friend in high school 
talked constantly about a game called 
"Warrior Quest" where you could pick 
your own team and their roles. It wasn't 
until my first Dragon Quest game, 
Rocket Slime, that | realized these were 
both from the same series and how 
Dragon Quest had many fun, different 
spin-offs. І absolutely loved every 
aspect of the game and every moment 
was fun. From the tank battles to the 
music to the art that looked like it was 
from Dragon Ball — and | spent count- 
less hours playing it! — BEN W. 


The Black Eagles' Edelgard, the Blue 
Lion's Dimitri and a thankfully right- 
side-up Claude of the Golden Deer 
adorned the front cover of NF's 40th 
edition, and now the adventure of Fire 
Emblem: Three Houses is playing out 
in living rooms, on bus rides and 
maybe even in a school or two. (Just 
don't get in trouble for playing a game 
about teaching classes when you're 
supposed to be paying attention in 
one of your own, OK?) From the latest 
Fire Emblem, then, our spotlight shifts 
to shine on the next sequel in the 
Dragon Quest series. Our Poll from 
last time asked you all to share your 
personal history with the DQ series, 
gauged your hype level for the Smash 
Bros. DLC reveal of "The Hero" and 
inquired as to whether or not you plan 
to purchase Dragon Quest XI S when it 
hits the Switch. Here's what several of 
you had to say! 


І have never played a Dragon Quest 
game, but I’ve been meaning to for a 
long time. I love JRPGs, and the aesthet- 
ics of the DQ universe are appealing. I 
also love the character designs — Akira 
Toriyama's style is iconic at this point. I 
think ЇЇ jump into one of the more 
modern games, then take a few steps 
back and check out the classics. 

| was very excited to see The Hero 
announced for Smash! Though I have 
never played a Dragon Quest game, I 
know how popular they are in Japan and 
| was happy knowing that people 
overseas were definitely celebrating! 
(Besides, we got Banjo-Kazooie con- 
firmed too, so it was a win for both 
Eastern and Western fans!) 

And I'm absolutely planning to buy 
Dragon Quest XI S! The graphics are fan- 
tastic, the characters are cool, the 
combat looks deep and you can even 
Switch between 3D and 16-bit graphics! 
It's almost like two games in one, and 
that's more than worth the price of 
admission. — ASH BURDICK 


My first Dragon Quest game was Dragon 
Warrior III for Game Boy Color. From the 
start to a bug in the Pachisi game in the 
desert that skyrocketed me prematurely 
to Level 50 (with the wrong title, which 
then messed up my stats for the rest of 
the game) and made the rest of the 
game ultra easy until to the very end 
(Divinegon!!), I was in love. The humor! 
The characters! The puff-puffs! The 
game spawned not only a desire to play 
the other games (the numbered 
mainline games, the Monsters, Joker, 
Heroes) but it actually inspired a 


lifelong writing project which is loosely based on the 
series. Over the years I have tried hard to keep up 
with the games and am currently obsessed with 
Dragon Quest Builders 2. | admit that I’ve met very 
few fans of the series in my life, but am super happy 
that there are still games coming out for it! 

— AOWAM 


| was introduced to the Dragon Quest series through 
good old Nintendo Power Magazine, when Dragon 
Quest IX: Sentinels of the Starry Skies was the cover 
title. Having no knowledge of the series, | decided to 
read the featured article and see what it was about. 
It didn't take long before | was absolutely blown 
away — a JRPG with an in-depth class system, a 
huge world to explore AND the entire experience 
can be enjoyed with friends? Yes please! 

Actually playing the game was even better, espe- 
cially with the Pokémon Mystery Dungeon-esque 
side mode that existed in the form of grottos. After a 
good 500 hours and many late nights with friends, 
that game undoubtedly made me a Dragon Quest 
fan. | went on to enjoy the remake of Dragon Quest 
VII as well, but | did miss the multiplayer aspect that 
IX had to offer. 

As for The Hero's addition to Smash, I'm very 
excited! In fact, I think out of all the DLC fighters in 
both Smash 4 and Ultimate, this is the one I’ve had 
the most excitement for. Like many others, | had 
expected Erdrick rather than multiple heroes, so | 
was very happily surprised to see that | can play as 
the (Soon-to-be) more relatable protagonist of 
Dragon Quest XI S as well. 

It may not be a big surprise, then, but I couldn't 
be more excited for Dragon Quest XI S! | was sad 
that we missed out on DQX in the West, and have 
been eagerly awaiting DQXI since it was released for 
PlayStation 4 and for 3DS in Japan two years ago. 
Like with Fire Emblem, I can only hope The Hero's 
inclusion in Smash helps to boost Dragon Quest's 
appeal to the West! — NICK POWELL 


I've been playing Dragon Quest for as long as | can 
remember. As a matter of fact, I’ve been a fan since 
before it was even known as Dragon Quest! My first 
game in the series was Dragon Warrior Monsters 2: 
Tara's Adventure on the Game Boy Color. It was one 
of my favorite games growing up. Since then, I've 
played the Dragon Quest games on the DS (my 
favorite being Dragon Quest V: Hand of the Heavenly 
Bride), and the ones that were finally, FINALLY, 
brought to the 3DS. My original favorite, Tara's 
Adventure, has since been remade for the 305 - in 
Japan only — under the Dragon Quest name. I can 
only hope that they can be brought here too if 
Dragon Quest gets bigger in the West. Fingers 
crossed! — JESSICA LIN 


І first heard about Dragon Quest when IX was 
coming out back about 10 years ago on the DS. It 
had a weird marketing campaign here in North 
America. | never picked the game up, and regret 
that, because I’ve heard so much good about the 
series. Back then, | wasn't too into JRPGs, and had 
no interest.  GLAFLAME 


Like many, my history with Dragon Quest began with 
the free NES Dragon Warrior cartridge included with 
a Nintendo Power subscription. My older brother, his 
best friend and I (in a supporting role) took on the 
Dragonlord's minions daily. After clearing the first 
game, my brother bought the second. Again we took 
on the dark forces at play, but stopped toward the 
end when the older kids went to college. 

With the NES left to me I eventually completed 
both games by myself and then received the third 
one as a present. І spent a very hot summer іп our 
basement (we had no AC) combing through that one 
on a black-and-white TV — and it was wonderful! 
Needless to say I’ve been a huge fan ever since! 

— ROBERT P. MALAS 
Pouring real sweat into the series! You probably 
could have used a huge fan in that basement! 


l've been excited for Hero since the rumors. Sure, 
І would prefer a joke character like Stone Talus 
(he's not a Spirit, so you never know), but he looks 
really cool and I'm happy about any new fighter 
joining the roster. - CHEF KAWASAKI 
Wait, wait, wait. Hold up one second there. Is 
this a legitimate call for a playable Stone 
Talus in Super Smash Bros. Ultimate? | think 
my mind has just been blown by the very idea. 

Now, OK, you did specifically call it out as a 
potential "joke character," but my brain is 
boggled all the same. How would it even 
work? It would be more like making a stage 
itself playable instead of adding another 
fighter! 

... Good holy Hylia. Playable stages! *grabs 
a notebook and furiously starts scribbling 
notes for the next Smash* 


DON'T ANGER 


THE OX 


Dear Ox, 

Why does Nintendo let some amazing series 
like Advance Wars, F-Zero and Golden Sun just 
languish? Do you think with the Switch's popular- 
ity (and profits) we could see some of these res- 
urrected? - PHANTOM 
Last I heard, Miyamoto wasn't sure what they 
could do with F-Zero that they haven't done 
before (but I’ve got some ideas... ). With 
Advance Wars, Intelligent Systems is 
probably too busy cranking out new Fire 
Emblems and burning Paper Mario to the 
ground (#RemasterThousandYearDoor). 
Maybe with any luck, Nintendo will have 
front-loaded the Switch's life with so many of 
their big names that they'll start looking to 
these other series to help fill out the catalog. 


Howdy, Ox! 
One property that Nintendo just can't seem to 

decide what to do with is the Wario series. 

Between Wario Land, WarioWare and all of 

Wario's other outings, which direction would you 

like to see the miserly plumber go in? 

— SABERTOOTH 

Is he an actual plumber? Or is he simply 

charged with impersonating one? In any case, 

а love to see a Wario Land game that 

features Waluigi and his WarioWare 

crew somehow. Bring every- 

thing together! Or maybe 

a Wario & Waluigi: 

Super Sleaze Saga 

that accomplishes 

the same thing. 


LETTERS, CONTINUED! 


My first Dragon Quest experience was 
all the way back with Dragon Warrior on 
the NES. My neighbor owned it, but I 
was too young to grasp the concept of 
turn-based attacks — so | didn't REALLY 
play it until years later. My first REAL 
experience was probably DQVIII, and 
I've been on board ever since. 

| was very excited to see The Hero 
announced for Smash. Dragon Quest is 
too big of a franchise to be left out of 
this Goliath of a fighting game. 

Гат beyond hyped for Dragon Quest 
IX S. | skipped the PS4 version because 
| really wanted the cancelled 305 one 
... how | get the best of both worlds! 
— NATHAN ELDRIDGE 


| don't particularly have the longest 
history with the Dragon Quest series. 
After hearing the praise the series had 
earned at the time, | elected to get 
Dragon Quest VII when it launched on 
3DS as my first entry. Regrettably, 
though, the game just didn't engage me 
in a way to hold my interest. However, I 
did decide to give the series another 
shot when VIII, a game that had been 
hailed as a favorite in the West, came to 
3DS as well. That time, the story, the 
characters and the gameplay all clicked 
with me, and | completed it, making it, 
for all sakes and purposes, my true 
"first" Dragon Quest game. 

To be honest, my reaction to The 
Hero was mixed. Due to the nature of 
social media, rumors of a DQ represen- 
tative (though mostly believed to be 
exclusively Erdrick) reached far. On the 
one hand, | was disappointed that a 


new character had lost some of its 
surprise factor. On the other, rumors 
failed to identify all four renditions of 
The Hero. As for his moveset, while it 
does share some similarities to, say, the 
likes of Link and Robin, his Magic 
system will definitely set him apart, and 
| look forward to trying him. 

Despite my limited history with the 
series, | am looking forward to Dragon 
Quest XI S. I’ve heard the acclaims of 
the original release, and it looks like 
Nintendo and Square will be including 
more content that will make the game 
quite worth the wait. | must confess, 
though, the prospect of such a large 
game does seem daunting. However, if | 
can complete games like Xenoblade 
Chronicles 2 and the new Fire Emblem: 
Three Houses on a full-time schedule, 
then I say bring it on (and thank 
goodness for the Switch being 
portable)! - MARK J. VIGNONE 
You hit the nail on the head with that 
last point, Mark. I wish these 100+ 
hour epic RPGs had come around 
back when I was a kid and had more 
free time to finish them! 


I started with the first one when it was 
named Dragon Warrior on the NES. I 
thought the cover art was so epic! I 
didn't even play the game — 1 went to a 
friend's house and watched him play 
this adventure that seemed overwhelm- 
ing for me. The music always stuck with 
me. 

| loved the Smash reveal, especially 
when all four Heroes were shown! ! also 
loved Dragon Ball Z when I was young, 


50 seeing Akira Toriyama's artwork was 
exciting. It's the closest to Goku we'll 
get! 

Dragon Quest XI S is already on my 
wishlist. I’m looking forward to it and | 
hope to find the time and money to get 
it ASAP! — ADAM LEFLOIC 
No Goku in Smash? Say it ain't so!! 


І have zero familiarty or experience 
with Dragon Quest! | didn't play a whole 
lot of RPGs as a kid, and as I got older I 
gravitated toward other franchises 
rather than DQ. Nothing against them 
... just never got around to checking 
them out. 

My initial off-the-cuff reaction to 
Hero was "Well, I'm really happy for the 
Dragon Quest fans," given my inexperi- 
ence with the franchise . . . but seeing 
his JRPG-inspired battle menus made 
me really curious to take this new char- 
acter out for a spin! 

Probably going to pass on the 
upcoming DQXI ... but тау end up 
checking out some older entries in the 
franchise sooner rather than later. 

— JASON HUNT 


І haven't played a Dragon Quest game 
on a game system, but I have played an 
emulator for the old ones, and it was a 
great game. At first | didn't know who 
The Hero was, but I took a closer look 
and | knew he was from Dragon Quest. 
| would love to challenge my 

brothers to see how far we could get! 
— YOUR 10-YEAR-OLD FAN, BEN 
You bring up a good point, Ben, and 
we'll touch on it later in this issue! 


THE PLAYER'S POLL 


Congratulations to Our 10-Year Old Fan, Ben, the winner of last issue's Player's Poll! 
Your new chance to win is below, and this time around the questions are asking you 
to go ahead and get yourself into the Halloween spirit! 


QUESTION 71 


QUESTION 22 


QUESTION 23 


What's the best alternate 
costume a famous game 
character has ever worn? 
"Doctor" Mario? "Hipster 
Dad" Bowser? Tell us! 


Hype check! Are you looking 
forward to Luigi's Mansion 3? If 
50, what do you like best about 

it? If not, why do you want to 

make this poor Boo sad?! 


Tell us about a time when you 
were scared while playing a 
video game. Could be a game 
that was meant to be scary, or 
one that wasn't intended to be! 


Email your responses to PlayersPollaoNFMagazine.com with the subject line 
"Player's Poll for Issue #42" - this time, one reader whose answers are picked 
for print will win a brand-new copy of Luigi's Mansion 3! 


COMIC BREAK 


HERO opened the 
treasure chest. 


The Mimic dropped The chest was acfually 
a treasure chest! a Mimic! 


The Mimic is 
| defeated! 


EET THE NINTENDO SwiTCH LITE 


The long-rumored hardware revision is real, and now revealed. 


WELL, I WAS wrong. 

Reports about a possible hardware 
revision for the Switch began to swirl 
late last year, with an October 4 Wall 
Street Journal article leading the 
charge. We reported on those rumors 
in this same lead-off News section 
position back in Issue #36, and I tried 
to speculate about just what exactly it 
would be that would get revised in a 
potential Switch revision. 

And, well, | got it totally wrong. 

| was confident that Nintendo 
wouldn't go this route, though others 
at the time insisted it was a strong 
possibility. | couldn't envision a non- 
switchable Switch. And yet, here we 
are. 

Say hello to the Nintendo Switch 
Lite! It's a new version of the Switch 
hardware that functions exclusively as 
a portable system. You can't dock it to 
output its video feed to a TV, as with 
the original Switch. 

What's more, all of the controls for 
the Switch Lite are fully built-in and 
integrated into the unit itself — so no 
more detachable Joy-Con controllers. 
And with the loss of the Joy-Cons 
comes the loss of their unique traits, 


too, like HD Rumble and the IR sensor 
on the Joy-Con (R). 

That's a lot of fun and functionality 
to give up, but the trade-off is that the 
suggested retail price has been signifi- 
cantly reduced: Standard Switch units 
with all their bells and whistles will 
continue to go for $299.99, but you'll 
be able to purchase a new Switch Lite 
for just $199.99, 

The new system will hit store 
shelves on September 20, arriving 
right alongside the new remake of The 
Legend of Zelda: Link's Awakening and 
just one week in advance of the launch 
of this NF issue's cover game, Dragon 
Quest XI S: Echoes of an Elusive Age - 
Definitive Edition. The novelty of 
having all-new hardware to play both 
of them on should give both of them a 
sales boost that they might not other- 
wise have seen — and since Link's 
Awakening was originally a portable- 
only Game Boy game anyway, it likely 
won't trouble too many fans to play it 
solely in Handheld Mode and not be 
able to quest around Koholint on a big 
screen. Likewise, anyone who first 
stepped into the Dragon Quest fandom 
through Dragon Quest IX on the DS or 
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the recent 3DS versions of VII and VIII 
should also be acquainted with 
equating that series with portable play 
as well, so setting out on the adven- 
ture of XI entirely on the go shouldn't 
bother them. 

It's just hard for me to wrap my 
head around personally, though, since 
I'm almost entirely a TV Mode kind of 
Switch player. I'll play it portably from 
time to time, but I'd say 97% of my 
Switch experience involves me sitting 
on my comfy couch and wielding a Pro 
Controller. A portable-only Switch isn't 
something that's really exciting me. 

My sons, though? When they have 
their turn on the family Switch, it's 
much more common for them to 
undock the unit and play it away from 
the big screen - sitting in bed or ona 
bean bag, or even carrying it around 
the house. I know they'd be thrilled to 
own a Switch Lite of their very own, 
and l'Il have to make the judgment call 
as a Dad about whether or not that 
would be the right call for our house- 
hold. 

Really, Nintendo's probably trying 
to tap into exactly that kind of situa- 
tion: encouraging families that already 


own one Switch to expand and add an 
extra Lite model or two to the mix for 
the kids. The timing of launching it just 
as the holiday shopping season gets 
going is a clear indicator of that kind 
of thinking too: I'm sure there will be 
millions of happy young Nintendo fans 
who get to unwrap a Switch Lite on 
Christmas morning this year. 

Still, the fact that Nintendo stuck 
with the Switch name for this product 
gets me. I know they've removed key 
features from hardware revisions in 
the past — they axed the signature ste- 
reoscopic 3D screen from the 3DS, 
after all. But, when they did that, the 
name of the resulting product 
reflected it: It was the Nintendo 2DS, 
deliberately acknowledging that the 
3D feature was no more. Here, I worry 
that there may be confusion when 
some new Switch Lite owners discover 
that their Switch can't switch. 

... Of course, Nintendo will then 
probably just make something like a 
"Switch Lite Dock" to restore that 
functionality for an added price. It 
wouldn't surprise me in the least! This 
company, sometimes, seems truly 
gonzoconfundiweird. — LUCAS 


WHICH HUE IS RIGHT FOR YOU? 


OTHER COLOR OPTIONS 


Nintendo's happily offered visual variety to customers in the form of various 
colors on their consoles and handhelds for decades now — but when the first 
model of the Switch was released in 2017, you got black or you got nothing. The 
color choices came by way of the Joy-Con controllers instead, as you could pair 
your black Switch with two Gray Joy-Cons or bookend your still black Switch 
with a split duo of Neon Red on the left and Neon Blue on the right. Since then, 
several other Joy-Con colors have gone on sale, while the actual Switch units 
have remained forever black. 

... But no more! The Switch Lite is spicing up the entire console with three 
different color choices at launch. On September 20, you'll be able to choose 
the Yellow variety seen to the left, or else opt for either the Turquoise or the 
Gray versions seen above. Hooray for Nintendo Playing it Loud once more! 


= 
CAN YOU HOLD OUT AND WAIT FOR... 


THE FIRST SPECIAL EDITION 


If you and your wallet are able to resist the siren's song urging you to purchase 
a Switch Lite right away in September, you'll have a fourth option to consider 
once November rolls around. On November 8, one week before the release 
date for Pokémon Sword & Shield on November 15, a Special Edition of the 
Switch Lite emblazoned with the likenesses of the new Legendary Pokémon 
from those two new games will make its way onto store shelves. 

Zacien is the blade-biting star of Pokémon Sword, while its counterpart with 
a suit of armor fused to its face, Zamazenta, is the headliner of Pokemon 
Shield. Their in-game color schemes influence the look of the buttons and 
Control Sticks on the front of the unit, while their battle-ready visages appear 
in line art on the back. And if this one isn’t catching your eye? Wait just a little 
longer, because future games will surely inspire more special Switch Lites! 


Nintendo is the king of hardware revisions, besting 
even the precarious Sony, so everyone had to see this 
coming at some point. And, as a father, I’m pretty 
excited about the prospect of the Switch Lite. For $100 
less you lose TV capabilities, but retain the ability to play 
nearly every game on the console. | can see it being a 
perfect way to introduce people to the Pokemon series 
with Sword & Shield around the corner. 

The other aspect to consider is that Nintendo is now 
referring to the Switch as a family of devices. We 
already have the base model, the Lite and the... Pro (?) 
is coming down the pipeline, surely. Nintendo will 
smartly try to ride this wave and push the Switch into 
the 100-million-sold range, and what easier way to do 
that than to lower the barrier of entry by $100 and toss 
the 3DS by the wayside? (RIP.) At that point 
they may have already entranced future 
gamers with their webbed ecosystem, 
where they'll eventually upgrade with 
amore advanced, powerful model. 

Everyone wins when there's choices! 


— CHRIS 


| don't think Satoru lwata, the visionary who led the 
innovations at Nintendo that eventually culminated in 
the launch of the Switch, would have greenlit the 
Switch Lite. At the very least, he wouldn't have called it 
a Switch, as it doesn't switch into anything! Without 
detachable Joy-Cons or output to televisions, it's 
Nintendo's most bare-bones dedicated handheld since 
the Game Boy Advance Micro. That would be fine if it 
were substantially smaller and/or cheaper than the 
standard Switch, but it still costs a solid $200, and is 
only about an inch and a half smaller than the original. 
Worse still, if you want to play any two-player games or 
use Labo, you need to buy extra controllers. For that 
money, why not just buy a used, fully-featured Switch? 
If Mr. Iwata were still with us, he would have done 
something to make the Switch Lite special. Maybe it 
would have been foldable. Transformable! Able to turn 
into an actual light switch! Sadly, we'll never know. All | 
know is, the Switch Lite we're getting feels 

like a backwards move to me. 


— JONATHAN 
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COLLECTORS CORNER 


BuiLDER BROTHERS 


New buddies to assist with your Mario making! 


SAN-EI IS PLAYING off the immense popularity of 
Super Mario Maker 2 to bring us Mario and Luigi 
plushes in their Builder costumes! I'm truly surprised 
that they passed up the opportunity to sell a Builder 
Mario plush alongside the original game years ago, but 
perhaps they were waiting for Luigi to show up? 

These two high-quality plushes can be pre-ordered 
at various import shops for around $20 each. The 
angles the promo pics have been taken at tease that 
they may both have hammers, but it's tough to 
confirm. | personally would have added Mario with a 
Spiny Shell hat and a Rotten Mushroom to the mix! 
Maybe for the next set? 
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KiNG OF ALL CONTROLLERS 


Play your Switch with your hands on a Slime! 


AT FIRST GLANCE, this item simply looks 
like a Dragon Quest Slime figure on a pedestal 
— but when picking it up and looking it over, 
you'll notice that its underside has buttons and 
analog sticks jutting out of it! Originally 
released by Hori as a PS2 controller, the 
Dragon Quest Slime Controller was recently 
redesigned to be а Р54 controller and re- 
released in 2017. Interestingly enough, 
the PS2 version also had a more rare 
Metal Slime version that has held its 
value over the years, despite being 
an out-of-date oddball peripheral! 

The Switch will be getting its 
own version on September 27 
for around $80, but for now 
it's only on sale in Japan. 


Despite its unorthodox design, it is fairly 
ergonomic and will work just as well as a 
Switch Pro Controller. It even comes with a 
papercraft that, when assembled, will allow 
the Slime to sit atop a Dragon Quest-styled 
treasure chest! The chest even has brackets 
that will hold your Switch, and the Slime can 

wear a little crown as well. The previous 
versions never had that! If I've learned 
anything about Hori as a third-party 
accessory creator, it’s that their 
products are always creative, but 
also stand the test of time — my 
Super Game Boy controller still 
gets a ton of use. So don’t 
hesitate to buy yourself a 
Slime if you want one! 


Collector's Corner is compiled by Brett Martin, the world record holder 

for the largest collection of video game memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com. 


DIE-CAST KART 
A new kind of Metal Mario. 


THE MARIO KART Hot Wheels set has 
been seen racing into Target stores, and 
Mattel celebrated its release at the San 
Diego Comic Con in July. Attendees could 
purchase an exclusive Metal Mario kart 
that had a glider and came complete with 
a special box for $20. (Apparently, one in 
every 10 housed a Gold Mario instead!) 
The Metal version was made available on 
Mattel's website for $20 on August 12, so 
don't pay those auction prices if possible. 
The Gold version has been selling for 
prices between $200 and $300! Some 
vintage Hot Wheels don't even fetch that! 


EVERYTHING TO SCALE 


Play with plastic Pokémon in proper proportion. 


THERE ARE THOUSANDS of Pokémon figures out there, but this set is unique in 
that each figure released will be in scale with each other. The Pokémon Scale World 
set is from Bandai, and is set to release this year. Four sets will release initially 
across October and November and feature multiple Pokémon and Trainers from the 
Kanto region. The scale is 1/20, so figures like Pikachu and Squirtle will be quite 
small, whereas Venusaur and Charizard will be huge. They come semi-blind-boxed 
with candy, and a case of 10 boxes will run between $60 and $140. Three sets are 
exclusive to "Premium Bandai," Bandai's exclusive regional webshop. 


‚атпоо: 
UPDATE 


THE MOST RECENT amiibo release day saw a flood of 
Pichu, a few Pokémon Trainer and very few Isabelle. If you 
didn’t pre-order Isabelle, chances are you didn’t get one, 
just like Daisy. (Nintendo probably considered the fact that 
Isabelle and Daisy both had previous amiibo releases and 
simply made less of them for the Smash line.) 

Ivysaur, Squirtle, Snake and the teeny-tiny, super cute 
Link's Awakening Link come out on September 20, which 
leaves Chrom, Simon and Incineroar to round out 2019 for 
the Smash Bros. line. The Shovel Knight: Treasure Trove 
set is still slated for this year, but may get bumped into 
2020 at this point. Also in the new year will be Richter and 
Dark Samus, as well as the inevitable Joker, Dragon Quest 
Hero and Banjo-Kazooie Smash amiibo releases. 

It's hard to believe that the amiibo product line started 
almost five years ago. Nobody knew what to expect, but 
very few predicted that those first few waves would be so 
cutthroat to collect. Even as toys-to-life brands like Disney 
Infinity and Skylanders were going very strong — and even 
after LEGO jumped in the fray too — Nintendo dominated 
the saturated market. The only way to have figures of 
some of the Big N's beloved characters was to own an 
amiibo, and it's still true for several of them. 

My community of collectors had discussed a Smash 
Bros. toy line for years previous to the reveal of amiibo, 
and І always said that it would be too expensive for any 
company other than Nintendo to bring the idea to fruition 
due to licensing costs. It's quite a testament to the 
strength of its character roster that amiibo is the only 
toys-to-life brand still going! The figures have never really 
been popular for what they activate in-game, and we're 
seeing less and less actual functionality going forward. It 
was a major bummer not having amiibo support in Super 
Mario Maker 2, but amiibo still sells well because people 
want to hold and collect their favorite characters. 

It's tough to say what Nintendo has in store for amiibo 
after the Smash line is completed. Some signs point to the 
concept finally being retired, but you just never know what 
Nintendo's thinking. They could breathe new life into the 
brand with another title, keep reprints coming for a while 
and quietly end the line, or something in-between. I'd of 
course be sad to see it go, but I ran out of amiibo wall 
space long ago! 
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THE BIG-SCREEN DEBUT! 


Dragon Quest: Your Story has opened in theaters in Japan. 


AS WE’LL LEARN further in the pages ahead, the Dragon Quest series is 
truly a national treasure in Japan — it’s absolutely one of the most adored 
media properties in existence there. So you'd think, at some point prior to 
this, that there would have been a Dragon Quest movie! But no, that’s only 
just happened, as the brand hit the big screen for the first time ever on 
August 2 with Dragon Quest: Your Story. 

The movie adapts the plot of Dragon Quest V: Hand of the Heavenly 
Bride, which is arguably the most loved story in the series . . . but, unfor- 
tunately, it seems like it doesn't do a very good job. Reviews of the film 
are predominantly negative, complaining about how the source material 
isn't done justice narratively and that the visual style has lost all the per- 
sonality of Akira Toriyama's original art for the same characters. Yikes! 


No Western release has been announced for Dragon Quest: 
Your Story, and with the reception being as poor as it is, that 
might be a good thing. Not releasing it here might be the thing 
that best helps the brand in the West! - LUCAS 


Great! 


Another video game 


movie on the silver screen! 
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THE “NEW” NINTENDO SWITCH 
The original version receives a revision. 


WHILE THE NEW Nintendo Switch Lite systems we already took a look at a few 
pages ago are the biggest new hardware push from the Big N for this upcoming 
holiday shopping season, there’s also been a somewhat under-the-radar alter- 
ation made to the original Switch SKU as well. The "New" Nintendo Switch (which 
you can distinguish from older models by looking for the fresh red boxes as seen 
above) is identical in function and form factor to the kind we've been able to buy 
since March 2017, but it's been blessed with an improved, longer-lasting built-in 
battery. 

Yes, one of the few drawbacks of the Switch hardware — its somewhat low 
battery life when playing computationally complicated games like Breath of the 
Wild in Handheld Mode — has been directly addressed, as this new model adds 
on a few extra hours of game time for such software. There doesn't appear to be 
any other enhancements here - testing old models versus new has revealed that 
both have comparable load times and processing power — but the better battery 
life alone should be enough to attract plenty of attention from established 
Switch gamers. 


As a player who primarily enjoys Switch 
gaming in TV Mode, low internal battery 
life has never been too much of an issue 
for me personally. But if your preference 


is portable play, definitely pay attention to 
the “New” Nintendo Switch! - LUCAS 


Oh. 


Apparently, 
it stinks. 


A meteorological look at the bi 


FORECAST 


ITS NOT TECHNICALLY a September release, but it's close 
enough! Astral Chain will go on sale on August 30, less than 48 
hours before the calendar flips into the month that's named on 
the front of this NF edition. It will arrive at the end of a light 
month for new releases, which might help its sales? Nintendo 
fans' wallets might have recovered a bit from the avalanche of 
fresh products that buried us all in July. 


THE FUTURISTIC POLICE officers of Astral Chain 
will get a solid two weeks to control the spotlight 
before Nintendo's marketing shifts focus on 
September 13 — to the futuristic mech suit battles 
of Daemon X Machina! Both of these games seem 
like they've gone a bit under the radar, so we'll see 
how they do, sales-wise. Reviews of both next time! 


DAEMON X MACHINA 


SEPTEMBER 20 WILL be a major release date for Nintendo, as 
Pe in addition to new amiibo figures and the three standard colors 
of the new Nintendo Switch Lite hitting store shelves, the 
remake of The Legend of Zelda: Link’s Awakening will also be 
ready for primetime! We've got one last look at the littlest Link 
ready to go for you in the Previews section this time, so flip over 
to Pages 48 and 49 to check that out! 


THE LEGEND OF 


Link’s Awakening 


BOLDLY ASSERTING ITSELF to share that same 
September 20 date with Nintendo’s major Legend 
of Zelda release is, at long last, a Western Nintendo 
hardware edition of the spectacularly animated Ni 
no Kuni: Wrath of the White Witch! This game was 
made to look like a Studio Ghibli film that you can 
control, and it’s gorgeous. See more on Page 44! 


WRATH OF THE WHITE WITCH | 


JUST A FEW days later on September 24, every old-school 
NES gamer will be reaching back into their memory to try 
the old Konami Code once again when they fire up their 
fresh copies of the Contra series’ latest sequel, Rogue 
Corps. It’s been a looooong time since we got a new 
Contra! Will this one be worthy of the legacy? We 
take our first look on Page 46! 


FINALLY, THE MONTH of September will arrive 
at its peak on its 27th day, when at long last the 
Nintendo Switch edition of Dragon Quest XI makes 
its way to our homes. We've got a whole lot of DQ 
content filling the pages ahead, but if you want to 
hop straight into our final preview for XI S, you'll 
find it starting on Page 40. 


Nintendo’s seemingly done Dragon Quest ХІ 5 no favors Бу 
positioning its release just one week after a Legend of Zelda 
title... but lm praying Link's adventures on Koholint Island 
don’t cause Switch owners to sail straight past the world of 


LUCAS 


Erdrea. Please don't miss it, everyone! — 


NEWS 


gest game and DLC releases 
currently scheduled to debut in the next few moi 


TATED] 
EE a 


Expansion Pass... 


WE'RE GIVING THE Smash Bros. Fighters Pass 
a rest for a change! Let's highlight a different 
Pass that's also promising to add new fighters to 
its game in the months ahead: the Marvel 
Ultimate Alliance 3 Expansion Pass! 

The base game is already stuffed with tons of 
classic Marvel heroes and villains, but if you 
invest in the Pass then you'll also gain access to 
characters like Blade, Moon Knight, Morbius and 
the Punisher (in the Marvel Knights pack), as 
well as yet-to-be-revealed stars from the X-Men 
and Fantastic Four series. (Pretty easy to guess 
who the Fantastic Four pack would include, but 
I’ve got my fingers crossed for my "905 cartoon 
favorite, Gambit, to be part of the X-Men pack!) 

An expenditure of $20 earns you all of these 
new allies, and an extra bonus: You'll immedi- 
ately gain access to an alternate costume for 
Deadpool. Chef Deadpool! Just look how happy 
he is! 
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THE DIGITAL DEFICIENCY OF DRAGON QUEST 


How the brand has missed every eShop opportunity. 


SUPER MARIO BROS. is ubiquitous. 
It's everywhere. It's inescapable! After 
it first went on sale in America as an 
NES cartridge in the "805, it's been 
repackaged and resold more times 
than most fans' memories can recall. 
And while the re-releases on further 
physical cartridges — like Super Mario 
All-Stars on the SNES and Super Mario 
Bros. DX on the Game Boy Color — 
helped that classic design to reach 
millions more players, in the past 13 
years most new discoveries of the 
masterpiece have been made through 
digital avenues. 

Super Mario Bros. went on sale as a 
downloadable game for the first time 
on Christmas Day 2006, debuting in 
the Wii Shop Channel as a Virtual 
Console title. In the following years, it 
went digital in the eShops of the Wii U 
апа 3DS as well — twice in the latter, 
actually, since its Virtual Console 
brought back both the NES original 
version and the GBC DX revision too. 
Three years ago, on the NES Classic? 
Super Mario Bros. was there once 
again, front and center, leading the 
lineup of 30 8-bit hits. And now, with 
Nintendo Switch Online, any subscrib- 
ing Switch owner can fire it up at will 
on Nintendo's newest machine. 


At this point, there's no excuse for 
any Nintendo gamer not to have expe- 
rienced the origin of the Super Mario 
series. 

The Dragon Quest series, though? 
Plenty of excuses there. 

After the massive marketing push 
that introduced "Dragon Warrior" to 
the West in 1989 and the follow-up 
efforts that continued into 1990 (more 
on that later in this issue), Nintendo 
managed to elevate the renamed 
Dragon Quest brand to a level of rec- 
ognition and player appreciation equal 
to The Legend of Zelda, or Castlevania, 
or Mega Man. It seems impossible to 
imagine now, but there honestly was a 
time when NES gamers were abso- 
lutely enamored with the series . . . or 
at least the first game, for the half a 
million Nintendo Power subscribers 
who scored a free copy of it. But while 
the Zelda series, the Castlevania 
brand, the Mega Man franchise and, 
yes, good old Super Mario Bros. have 
kept their classic installments in a 
state of regular availability through 
re-releases in modern Nintendo eShop 
storefronts, Square Enix has let the 
love of Dragon Quest lie fallow. The 
nostalgia that exists for its oldest 
entries, untapped. For years on end. 
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For reasons that utterly escape me, 
Dragon Warrior and its NES sequels 
Dragon Warrior Il, ІП and IV have not 
once been re-released. The opening 
trilogy was remade in portable form: I 
& II combined on a Game Boy Color 
cartridge, and 111 also on GBC in a 
standalone release. But even those 
versions have been out of print for 
nearly two decades at this point! The 
fourth game's most recent American 
Nintendo system release is itself 11 
years old now, having launched on the 
DS in September 2008. I started 
dating my wife, got engaged, got 
married and have become a Dad four 
times over since then. It's a ludicrous 
span of time for these games not to be 
offered on any of Nintendo's more 
modern platforms. 

No Virtual Console release on Wii. 
No Virtual Console release on the 3DS 
or the Wii U. Not included on the NES 
Classic Edition or the Switch Online 
service. 

And no physical collections either! 
These games' absence from digital 
shops might be explained away if we 
had some kind of compilation sitting 
on a retail shelf we could buy. But no! 
Nothing. There's just no good way for 
the Nintendo fans of the '80s and '90s 


to relive the adventures they first 
enjoyed in their childhoods, and there 
is definitely no good way for the young 
Nintendo fans of this day and age to 
discover the series' origins for the first 
time. 

... Which is why young gamers like 
our 10-year-old fan Ben have been 
forced to turn to emulators to experi- 
ence these NES classics as they were 
originally presented. | even have 
trouble myself: I’ve got my old copy of 
the first game to turn to if | need an 
official fix, but | never did buy copies 
of the sequels as a kid, and they're 
prohibitively expensive to purchase 
now, secondhand, decades later. There 
just should be some other way! 

And there is... just not through a 
Nintendo platform. 

You see, while nostalgia for the NES 
has kept many of its hits active in 
Nintendo's own ecosystem for several 
generations beyond the end of the 8- 
bit era, Square Enix shattered their 
pair of rose-tinted glasses years ago 
and placed their bet on the up-and- 
coming mobile market instead. All of 
those vintage Dragon Quest adven- 
tures? You actually can buy them and 
replay right now in digital form: You 
just have to do so on your phone. 

It was five years ago when the first 
in the series hit Apple's iOS App Store. 


With overhauled graphics, a vertical 
visual presentation, a virtual D-Pad for 
movement and a tiny pricetag of only 
$2.99, Dragon Quest on iOS is actually 
a great way to go back to the begin- 
ning of the series. It's since also been 
made available on Android devices, 
and while it won't let you relive all of 
the low-res charm of the NES original 
Dragon Warrior, it's still well worth 
considering as a game to have at the 
ready to pull out of your pocket for a 
few moments here and there during 
your day. 

And it's not alone! The first eight 
entries in the series, all the way up to 
Dragon Quest VIII: Journey of the 
Cursed King, are all available on iOS 
and Android. (Though VII is only on 
sale in mobile form in Japan at the 
moment.) The more modern games 
are pricier, but as the only versions of 
these titles being legally sold in 
English for many of them, they're each 


Ragnar 
Och, I'd never hae thought there'd be a 
village in a place like this! Happenin' across 
it gave me the shock o' ma life! 


well worth at least consideration for a 
purchase. 

It’s not ideal. | don't like having to 
recommend mobile phone downloads 
here in our Nintendo magazine. But 
Square Enix has just ignored the exis- 
tence of Nintendo's eShops time and 
time again. It seems unlikely that they 
would suddenly change their approach 
now, after 13 years of giving them the 
cold shoulder. 

... There is one exception, though. 
Just two years ago, in August 2017, 
they actually did release versions of 
the first three games, as downloads, in 
the 3DS eShop. (But only in Japan.) It 
was a one-time exception to their own 
self-imposed rule, it seems, but if 
we're lucky it just might mean that it 
could happen again. At some point. 
And maybe in the West, where we 
could enjoy playing them on a console 
again legitimately, instead of turning 
to Ben's emulator. - LUCAS 


ل 


DANES ^ 


STROLLING WITH SLIMES 


will try to outrun ) 


IT'S BEEN THREE years now since Niantic апа The Pokémon Company shocked 
the world with the cultural phenomenon of Pokémon GO, and the massive piles 
of cash that game has amassed have of course attracted the attention of several 
potential competitors. Niantic's own Harry Potter: Wizards Unite debuted in 
June and attempted to appeal to a different but still huge American fanbase — 
but in Japan, probably the only brand that could hope to go toe-to-toe with the 
Pocket Monsters is Dragon Quest. 

And Square Enix will be taking their shot soon! Dragon Quest Walk is the 
name of the newly revealed mobile app that will try to replicate the AR experi- 
ence of Pokémon GO, but with a Dragon Quest coat of paint instead. That simple 
description doesn't do this new game justice, though, because it seems to do 
quite a few things differently than its inspiration. 

First and foremost, you're not capturing creatures in Dragon Quest Walk. 
Rather, you're endeavoring to discover as many different monsters as you can in 
order to battle and defeat them, gaining experience and treasure as a reward 
each time you're successful. Foes will pop up all around players as they take 
real-world walks around their towns, but the most dangerous and unique battles 
seem to be reserved for special points of interest. Unique landmarks and build- 
ings will be highlighted as walking destinations as in Pokémon GO, but DQ Walk 
also seems to spotlight playgrounds and restaurants, even offering information 
on those establishments at a tap to entice you to travel there on foot. 

Dragon Quest Walk is set to launch in Japan later this year. No announcement 
of a release anywhere else has been made yet — but we're hopeful! — LUCAS 


SEPTEMBER 2019 15 


| His Neutral, Side and Up Specials 
are fire-, lightning- and wind-based 
e spells that can all be unleashed at 


any of three different levels of power 


SUPER SMASH BROS. ULTIMATE: CHALLENGER PACK 2 "stronger versions all expend- 


ing more MP to cast, of course. But 
things really get wild with his Down 


MORE AND MORE, | think the Mr. Sakurai knew that taking on As with many of the most recent Special, the Command Selection. It 
success of the Super Smash Bros. the task of representing the Dragon Smash cast additions, though, what opens up a literal on-screen menu 
series boils down almost entirely to Quest series in Smash was going to really sets The Hero apart is a signa- and presents The Hero with a choice 
the loving care of Masahiro Sakurai. be his greatest challenge yet, since ture gameplay mechanic used by no between four different spells to cast. 
It’s an energetic, exciting party game DQ is so passionately beloved and one else. He has an MP meter! His Only you never know which four will 
fighter that’s unmatched in the fun it intrinsically intertwined with the special attacks are all magic spells, appear! There are 21 different spells 
can bring to a multiplayer gathering, hearts of gamers in Japan. But from and each has an MP cost to cast, so that each have a random chance of 
as well as a serious spectacle to see the shouts of joy heard in Japanese you must be mindful of that at all appearing every time you use it! 
when played competitively and pro- reaction videos to The Hero's reveal times. 


fessionally by the very best of the 
best. But none of that would matter 
if it weren’t for the extremely precise 
eye for detail that drives the depic- 
tions of every one of its dozens of 
stars. Every video game icon who 
takes the stage in Smash is treated 
like absolute royalty, with a perfect 
balance of visual design, gameplay 
implementation and knowing nods to 
nostalgia all beautifully wrapped up 
together. Not one of the 70+ fighters 
in Super Smash Bros. Ultimate feels 
like they’ve been misrepresented. 

So let’s add four more to the mix! 
The latest additions to the character 
select screen in Smash are a quartet 
of warriors pulled from the history of 
the Dragon Quest series, and collec- 
tively they brawl under the banner of 
"The Hero." Again, Mr. Sakurai and 
his team have outdone themselves 
here, going above and beyond their 
obligations to fill the second slot of 
the Fighters Pass with four different 
characters when they could have 
easily just presented one and had no 
complaints. But it’s that loving care! 


DLC PUBLISHER: NINTENDO 
DEVELOPERS: NINTENDO, SORA 
&BANDAI NAMCO RATING: Е10+ 


trailer at ЕЗ this past June, I'd say he 
succeeded yet again. 

The primary "Hero" is the same 
one you'll see headlining the new 
Dragon Quest XI S, and we'll learn 
more about him as an individual 
later on in this issue. Rather than 
simply supply him with seven other 
colors of clothing for alt costumes, 
though, he gets only one, then gives 
the remaining six slots over to three 
legacy Dragon Quest protagonists 
from years gone by. More on each of 
them on the next page! 

But let's jump into what makes 
The Hero unique from a gameplay 
perspective. He is once again an 
"anime-styled swordsman," which 
elicited groans from some fans in the 
West who'd already grown weary of 
Marth-like characters crowding the 
Smash roster well before this reveal 
came around. But he plays almost 
entirely unlike Marth, thankfully, and 
indeed feels only somewhat similar 
to other sword-wielders like Link in a 
handful of his normal attacks. His 
sword is actually used sparingly in 
comparison to some others, as a few 
of his normals are kicks instead. And 
there's even a shield bash thrown in, 
for good measure! 
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| don't have the space to list all 
the possibilities, but some examples 
include Snooze, which puts foes to 
sleep; Metal Slash, which instantly 
KOs metallic enemies; Zoom, which 
lets you recover to the stage no 
matter how far away from the 
central platform you may be; Heal, 
which heals you by a few percentage 
points (naturally); and Kamikazee, 
which literally blows The Hero up 
and forces him to lose a stock, but 
causes a massive explosion in his 
wake. In my time testing him out, I 
couldn't quite tell how random the 
Command Selection spell list is, 
exactly — | personally seemed to see 
the Acceleratle spell pop up rather 
frequently (it supercharges your 
speed and jump height temporarily, 
like putting on a Bunny Hood) - so! 
don't know if some are weighted in 
such a way as to appear more often 
than others, or if it's a totally equita- 
ble roll of the dice every time. What I 
do know, though, is that it's hilarious 
fun to play around with, and it's 
immensely satisfying to open up the 
Command Selection menu and have 
just exactly the right spell appear 
precisely when you need it. I've 
scored a few satisfying final blows 
with Hatchet Man already! 


Snooze 


That randomness and inconsis- 
tency may turn off some competitive 
players, of course — if you're dedi- 
cated to order instead of chaos, The 
Hero may just frazzle you. 

The Hero is being sold for $5.99 
separately in "Challenger Pack 2," 
which also includes a new stage, 
Yggdrasil's Altar, which sees the 
Smashers soaring around the world 
of Dragon Quest XI and seeing many 
of its landmarks — primarily the 
massive floating tree that also 
adorns the front cover of this NF 
issue. It's a fun stage, but will be 
appreciated most, of course, by 
those who've played DQXI and can 
recognize the scenery being refer- 
enced. (September 27 can't get here 
soon enough!) Even without any 
Dragon Quest familiarity, though, | 
think The Hero is a total blast to play 
in Smash. And you can be sure Mr. 
Sakurai got his depiction just right! 
— LUCAS 
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ONE OF THE biggest surprises of 
this past June's E3 Direct was the 
same-day release of Collection of 
Mana, a former Japan-only collection 
of the beginnings of the Mana fran- 
chise. The biggest draw of the collec- 
tion is obviously Trials of Mana, but 
it's not the only gem that this collec- 
tion has to offer. 

Despite Final Fantasy Adventure's 
simplistic graphics and combat 
system, it still holds up well almost 
30 years after its initial release. 


While it's had updated adaptations 
for Game Boy Advance and mobile, 
the original was never re-released on 
Virtual Console anywhere, making 
the Collection of Mana the perfect 
opportunity to rediscover this 
classic. 

The controls are reminiscent of 
the original Legend of Zelda on the 
NES, but you get more weapons like 
the Chain and Sickle, many of which 
have a multi-tile range. These can 
also be used for crossing gaps, 
cutting grass or breaking down sus- 
picious walls. You also have magic at 
your disposal, which unfortunately 
shares an action button with your 
items and needs to be equipped. 

While it's mainly a solo adventure, 
you team up with different NPCs at 
certain points on your journey, who 
can help you through healing or 
attacks. The Switch port clones the 
Start and Select buttons (which open 
the save and item menus) to the X 
and Y buttons, which is a great 
quality-of-life improvement. If there 
are any downsides to the presenta- 
tion, it's the very simplistic mapping 
system and the English translation. 
Considering the limitations of the 
time, some of the dialogue is oddly 
stilted and there are a few typos 
here and there. None of the issues 
with the writing detract from the 
overall impact of the story — which 
pulls no punches. 

While | already own Secret of 
Mana thanks to its worthy inclusion 
on the SNES Classic, | don't mind 
that I'm paying for a second copy — 
this Switch port allows for three- 
person multiplayer, whereas the 


Classic only supported two. 

The story follows a heroic young 
boy banished from the only home 
he's ever known, a girl searching for 
her kidnapped lover and a playful 


sprite suffering from memory loss all 


traveling the world to restore power 


to the Mana Sword and trying to stay 


one step ahead of the evil empire 
that wants to control the power of 
Mana for themselves. It's the most 
accessible game in the collection for 
beginners, with an easily customiz- 
able A.l., the first appearance of the 
easy-to-navigate ring menus, a tar- 
geting system for your allies and a 
fast and responsive battle system. 
There's also a special guest appear- 
ance from Santa Claus! (No joke.) 
Playing Secret of Mana after 
playing Trials of Mana, though, 
brings all of the former's faults to 
the surface, like the limited inven- 
tory and not being able to see your 
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stat improvements when purchasing 
armor. However, Secret of Mana does 
have the better battle system, and 
the story isn’t as convoluted. It’s the 
best way to play the game if you 
don’t have a Super NES Classic. 

The final game in the collection, 
Trials of Mana, was a long time 
coming to the West, but first-timers 
are going to have a difficult time 
learning the ropes for this one. For 
all the quality-of-life improvements 
Trials of Mana has over Secret of 
Mana, it’s still got loads of issues — 
especially with the battle system, 
which is terrible. Your characters are 
extremely slow to respond to attack 
inputs — even the dual-wielding 
heroes. Switching to the ring menu 
of one of your allies is only doable if 
they’re not in the middle of perform- 
ing an action. And if the name of an 
attack or spell appears on the screen 
and it’s not one of yours? No ring 
menu for you! This is the one game 
in the collection that nearly demands 


that you spend time level grinding. 

Trials does have some innovations 
of note, including both day/night and 
days of the week systems that give a 
boost to each day's elemental magic, 
and a character leveling system that 
allows for different skill trees. The 
six playable characters are all on 
opposite sides of a three-pronged 
conflict over the Mana Sword, with 
the final antagonist and their cronies 
determined by who you choose as 
the Hero of Mana and leader of your 
adventure. 

One choice by the localizers that I 
thought was handled better by the 
fan translation was Charlotte's 
dialogue. In the fan translation, her 
childish nature comes across 
through referring to herself in the 
third person. This official Trials of 
Mana makes her sound like a cross 
between Elmer Fudd and Homestar 
Runner. (It's weawwy widicuwous, if 
you ask me.) 

Aside from these three games, 
their European translations and 
various display options, the only 
extras of note in this collection are 
music players for each game. This is 
where | would've loved to see a 
concept art gallery — there's so 


much iconic art for the series that 
deserves to be collected in one 
place, not just as scattered scans in 
the far-flung corners of the Internet. 

I'd highly recommend Collection 
of Mana to anyone, like me, who has 
played all three games and wants to 
revisit these classics for nostalgia's 
sake. If you've never played Trials of 
Mana before, you might want to wait 
for its upcoming 3D remake, which is 
scheduled to hit the Switch early 
next year. And if you already have a 
way to play Secret of Mana, this 
compilation package might not be 
worth it for you. But all that being 
said, Collection of Mana is the best 
way to play these games, in their 
original forms, as they were meant 
to be played. - REBECCA 


Priest: Before the Мапа Tree withers, you must reclaim the suord and 
awaken the Goddess of Мапа! She alone can bring peace and grant your 
vish. 


SEPTEMBER 2019 19 


Capsules 


ЕРІ Q@ о 


© зе d 


oam 
63 JOE 
есір 


Select the pack you'd like to purchase. 


AO 


Available (0/99) 


Фр х150 


100450 Bonus 


a = 


Ө Shop 


Medical Billin 


MY LOVE OF all things Dr. Mario has been well 
documented in these pages in the past, but just to 
give you a quick reminder, I've been a dedicated 
virus hunter ever since the NES era. My Dad and I 
have had an ongoing rivalry in two-player versus 
Dr. Mario multiplayer for decades now, carrying our 
competition across every installment of the series 
(but always ending up back at good old Dr. Mario 
64 in the end). I'm as close as you'll get to a Dr. 
Mario expert in this great big gaming industry. So 
my take on the all-new mobile edition, Dr. Mario 
World? 

Eh. 

It's fine. It’s not really traditional Dr. Mario at all, 
but I'm not upset that it isn't — | actually like the 
changes made to the gameplay here that let World 
exist as its own unique spin on the series formula. 
What | am upset about, though, is that this is sadly 
another mobile experience from Nintendo that has 
been saddled with a ridiculous gacha system, 
several different in-game currencies to keep track 
of and a story mode that would have been perfectly 
pleasant... if it weren't clearly trying to get you to 
open your wallet at every turn. 

The viruses have multiplied. While they've been 
a nuisance in years past, the story of Dr. Mario 
World begins with the multicolored miscreants 
spreading their contagion across the entire, well, 
world. All of the Mushroom Kingdom is overrun, 
and Bowser's domain as well, leading both King 
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Koopa and Princess Peach to decide to 

suit up as doctors too, right alongside our 
returning hero, Dr. Mario himself. (There's no doubt 
that their medical degrees are all phony at this 
point.) You get to choose one of the three to be 
your default doctor as the adventure begins. Which 
is fine... except that the other two then disappear 
into a gacha grab bag and you may never see them 
again. 

See, Dr. Mario World is always pushing you to 
purchase. You earn Coins from successfully clearing 
story mode stages, and cashing in 4,000 of those 
gets you one random addition to your medical 
team. You might get lucky and see another major 
character like Luigi or Toad or Yoshi appear, but 
odds are you'll end up with an "Assistant" instead — 
a common Mario series foe like a Goomba or Koopa 
Troopa who will give some tiny bonus to you if you 
set them to be "active" before starting a stage. The 
marketing surrounding this game has hyped up all 
the different doctors, trying to get players excited 
about partnering up with Dr. Bowser Jr. or Dr. Daisy 
or Dr. Baby Luigi (not a joke), but the vast majority 
of gamers will never get to see them, as even using 
real-world money to buy more turns at the crank is 
no guarantee that any particular character is going 
to appear. 

But that's just one layer of Dr. Mario World's 
money-grabbing design! You can also spend cash to 
buy power-ups and advantages to help you clear 
out the viruses in particularly tricky story mode 
stages. And the game isn't shy about forcing you 
into situations that seem to demand such use of a 
"pay to win" strategy in order to advance. I played 
through the story up until the point where I hit a 
wall — a stage that stacked the deck so obviously 
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against the player that | knew it was the point of no 
return. "Give us cash now or you can't play any 
further" it might as well have come right out and 
said. І declined. Gacha games get nothing from me. 

Up until reaching that point, though, | did enjoy 
the gameplay of Dr. Mario World. The "match four 
of the same color" core of the series has been 
adjusted down to make it a Match-3 game instead, 
which is understandable for a slower-paced take on 
the formula played entirely on a touchscreen. It's 
much more like the Virus Buster variant that has 
appeared in a few past games, like Dr. Luigi on the 
Wii U, Dr. Mario Online Rx from the WiiWare days 
and even Brain Age on the DS — you slowly 
maneuver each megavitamin into position with 
direct touches and taps, and if half of the capsule 
causes an elimination and the second half remains 
in play, you can then grab just that floating second 
half by itself and reposition it somewhere else on 
the playing field. That's a gameplay mechanic that 
wouldn't work with traditional, fast, buttons-only 
Dr. Mario, and I like the added strategy it brings 
into the equation, as each pill that enters play rep- 
resents a potential for two moves instead of just 
one. It’s more essential here too, as World brings in 
new traps and tricks that Virus Buster never had 
before, like bombs and bricks. There are several 
new virus colors to contend with too, further com- 
plicating the action! 

A two-player versus mode rounds things out, but 
again, there's inequality there — your randomly 
selected online opponent may have a more useful 
doctor character than you thanks to either their 
luck or their deeper pockets. 

| prefer the Dr. Marios 
that І can pay for just 
one time, then play 
as much as | want 
for a few decades 
thereafter. For now? 

Back to Dr. Mario 64 
for me. — LUCAS 
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Domo Arigato 
GATO ROBOTO 


“MEWTROID” IS ONE of the best WarioWare microgames. 

It's about a little cat with an arm cannon rolling around and blasting 

aliens. Now the developers at indie studio Doinksoft have taken that concept 
and made it into a full-fledged game — though it skews more toward the mew 
than the 'troid. Like a good cat, this small-but-scrappy little action game 
doesn't overwhelm you with demands, and instead embraces simplicity in 
entertaining and comforting ways. 

Kiki, the game's titular gato, is tasked to save her human owner by jumping 
into a suit of armor and heading out into a hostile alien environment. While the 
first few screens feel a lot like Samus’ familiar ship-landing scenario seen in 
games like Super Metroid and Samus Returns, it's not long before things go 
their own way. Kiki's armor short-circuits under water, so she'll have to get out 
and swim any time she comes across a puddle that's too long to jump over. She 
may find a submarine to help her, but her access to them is only temporary. 
Likewise, her robot can't climb walls (at first), so she'll have to get out on her 
own now and again to crawl into small, harder-to-reach areas. 

The downside is that she has no attacks outside of the armor — and dies in 
one hit — so any time spent outside of her suit feels especially tense. On the 
other hand, taking out enemies in the robot suit feels super empowering. By 
the end of the game, Kiki will have found gun upgrades, an invincible dash 
move, a spin-ball double jump and other enhancements that work as both 
weapons and ways to get around. Though that's right in the Metroid wheel- 
house, all of these upgrades have their own unique qualities. For instance, 
missiles rely on a cool-down meter instead of ammo, so you never have to farm 
for supplies. They can also be used to increase your jump height and cut a few 
corners through advanced sequence-breaking techniques. 

If you still have doubts that Gato Roboto is more than a lo-fi Metroid clone, 
the game's story may change your mind. Told through found video diaries and 
reoccuring boss battles with a talking mouse, Kiki's tale is surprisingly pointed, 
with a surprise ending that | doubt many will see coming. No spoilers, but it's 
fair to say that by the end, you may end up seeing dogs and cats living 
together. Mass hysteria! 

In terms of size, Gato Roboto is more of a tabby than a tiger. Even if you dig 
for all the secrets, you'll probably be done with it in under four hours, and once 
you save before the last battle, you can't use that file to go back and explore. It 
seems the game was more designed for speedruns — what with its constant on- 
screen timer reminding you how long you've been playing — and the lack of 
post-game content encouraging you to start a new file to find any scraps you 
may have missed the first time around. 

If you go into Gato Roboto expecting the transportive, sprawling, other- 
worldly joys of Samus Aran's best, you may be disappointed. But if you want a 
fierce, high-contrast, bite-sized treat, you're in the right place! - JONATHAN 
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Time Keeps on Spinnin 
TIMESPINNER 


YOU CAN KEEP the Metroidvanias coming, world, because | don't think | can 
get enough of them at this point — so long as they stay at a reasonable length. 
unfortunately, a handful of games have adopted so much bloat in an attempt to 
fortify themselves against "it's not long enough" criticisms that they aren't 
even worth finishing. Timespinner sidesteps that issue entirely with a breezy 
campaign that you'll want to pick up and play, a virtue that's even easier to 
indulge on the portable Nintendo Switch. 

Without spoiling too much, Timespinner, as you may imagine, involves time 
travel. A young woman is sent to a faraway realm after her mother is executed 
by an evil emperor, and she swears revenge. Cue a Metroidvania romp with 
myriad upgrades, several abilities and even multiple endings and sidequests. 

Timespinner, thankfully, is pretty much what you make of it. If you want to 
go for а 100% rating (a feat that should only take you roughly 10 hours), you 
can do that. Or maybe you want to opt for that breezier run | mentioned earlier 
and cut that time in half? You can do that too! 

This is partly because the combat is so fluid. Even the very first default 
weapon set feels great to swing around (two semi-ranged orbs), which is a 
really good sign. From there you'll slowly acquire more orbs, which can be used 
in tandem with one another for combo loadouts. For instance, the initial orb set 
goes great with a melee attack, since the first strike, a mid-range orb toss, nat- 
urally leads into a sword slice so long as you're close to the enemy. Another 
loadout might focus on two ranged orbs. It's completely up to you how you 
choose to engage (with three quick-swap loadouts via triggers to cut down on 
menu surfing). 

As you might imagine, a "time stop" gimmick is also in, and is occasionally 
inelegant. Several puzzles involve stopping time to morph an enemy into a 
platform of sorts, allowing players to reach new heights or discover secret 
rooms (of which there are many). For the most part these bits are obvious and 
smooth, but a few jumps are so pixel-tight that they result in momentary frus- 
tration as you freeze and unfreeze your prey to get the perfect leap. 

Timespinner does have one cardinal sin, and that's repetition. Born out of a 
modest Kickstarter, you can imagine that this is running on a limited budget — 
but that doesn't make the few repeated spells and enemy types easier to 
swallow. While the models aren't a big deal at all (especially when enemy 
clones/variations are so commonplace in this genre), including re-used abilities 
does feel like an odd choice, as they invalidate previous skills. 

A lot of that frustration melts away when you witness how wonderfully odd 
all the enemies are (there's a ton of bird heads, just roll with it), how helpful 
the map is (you can mark it up — all Metroidvanias should have 
this feature) and how non-intrusive the sprawling story is 
(which you can choose to dive into with optional logs). 

It's just an effortlessly fun game to play and come back 
to, and that counts for a lot. - CHRIS 
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WHEN I FIRST laid eyes upon a peculiar game called My 

Friend Pedro at Devolver Digital's 2018 ЕЗ press conference, | was instantly 
hooked as | became mesmerized by the captivating display of acrobatics and 
gunplay before me. Through and through, it was a beautiful ballet of bullets 
and bloodshed. 

My Friend Pedro is about a guy who wakes up in the back room of a butcher 
shop that's actually a front in the wrong part of town. Woken up, it's important 
to note, by a talking banana. A talking banana who encourages you to kill 
everyone standing between you and freedom! 

The whole thing bears repeating. No, not the premise, but the game itself, as 
you're probably not going to get very high scores the first time through — at 
least not until you master the precise yet somewhat complicated controls. 

Watching the trailers, part of my intrigue was wondering how they'd do it. 
How would someone play this game to achieve those results and look so good 
while doing it? 

I'm not sure I have the dexterity to manage moving with the left analog 
stick, aiming with the right, firing with the right trigger, splitting targets with 
the left trigger, dodging with the left bumper and focusing (slowing down time) 
by clicking the left analog stick — all at the same time, in some cases 一 to the 
effect seen in trailers (and that's not even everything). І am absolutely sure it 
can be done, but it strikes me as the sort of thing that takes practice and dedi- 
cation. Without that, what you see in the trailers will not be the norm. Me, I 
usually got a C the first time through any given level, as | often found myself 
fumbling somewhat and having to brute-force my way through some parts. 

Making your way through each of the game's 40 levels, you can either be 
poetry in motion, gibberish in neutral or somewhere in between. As a pretty 
consistent C-grade, I clearly fall somewhere in that in-between space. Even so, I 
never stopped enjoying myself, though there were the odd brief pauses where I 
had to suss out and set up certain circumstances that would allow me to 
continue in a sort of puzzle-lite manner. 

And this is just on Normal difficulty! For those whom it might a-peel to, 
there are also the Hard and Bananas difficulties. You can switch to either at any 
time you like outside of levels, including the stage select, where you're allowed 
to replay any level you've already reached (showing leaderboards for them at 
each difficulty in the process). 

My Friend Pedro is a very enjoyable game, but how you enjoy it might be the 
sticking point. If you can manage the controls well and are dedicated to honing 
your craft, then there's a definite appeal for speedrunners here. And if not? 
Well, at least we've always got YouTube to show us how the game is supposed 
to look when it's being played as intended. — DAVID 
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HAVING GRACED THE world with the NES throwbacks 

Oniken and Odallus: The Dark Call, Brazilian indie outfit JoyMasher now steps 
into 16-bit territory with Blazing Chrome. Whereas the former were platformers 
that took a broad approach in sourcing classic games, Blazing Chrome is a 2D 
shooter that almost exclusively uses Contra as its template. Despite a smatter- 
ing of Metal Slug elements — namely a melee attack and mechanical rides with 
their own health meters — it could easily pass for a lost Contra sequel. 

Originality may not be Blazing Chrome's forte — the premise of a female 
resistance fighter and her reprogrammed android soldier at war with the 
machine apocalypse screams Terminator 2 — but man, does it nail the classic 
Contra feel! We're talking "one hit, one kill" across six stages, populated by all 
manner of vicious minibosses and endlessly regenerating swarms of rushing 
cannon fodder. And during the rare reprieves when you're not spraying streams 
of infinite ammo, you're riding a hover bike or equipping a jetpack for some 
Space Harrier rail action... while spraying streams of infinite ammo! 

As in Contra: Hard Corps, you can acquire up to four unique guns and swap 
them on the fly, though death will cause you to lose the current weapon. You 
can also perform a dodge roll by pressing down and the jump button, which has 
the unfortunate side effect of disallowing the ability to jump down through 
semisolid ledges. (This issue could have been avoided had dodging been 
mapped to one of the several unused gamepad buttons.) 

Challenging as the journey may be, Blazing Chrome could stand to offer 
stronger penalties for failure. On the Easy and Normal modes, continues are 
unlimited and return you to the most recent checkpoint. In contrast, continues 
in Contra were limited and sent your butt to the start of the stage, thereby pun- 
ishing brute-force approaches and demanding more careful consideration of 
your moves and equipment. By crafting conditions for the sake of accessibility, 
JoyMasher inadvertently made a much shorter adventure that clocks in at 
roughly an hour in the hands of seasoned players. A Hardcore mode that 
increases enemy aggressiveness and restricts continues does unlock after 
clearing the game once, though I wish a more authentic Contra difficulty level 
had been available from the outset. 

However, if an even less Contra-esque experience is what you seek, wait 
until you unlock the two hidden characters. This duo plays more like Strider 
than Bill Rizer — running faster, jumping higher and striking down foes with 
chargeable beam slashes! Level layouts may remain unaltered, yet the change 
in control dynamic is so substantial that you'll feel compelled to play through 
the game once more. 

It may not be stamped with the Contra emblem, but Blazing Chrome rocks 
that blood-soaked bandana with greater confidence than any run-and-gun in 
recent memory. - TONY 
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ActRaiser Arisen? 


ACTRAISER IS A bonafide cult 
classic. No, it wasn't a massive hit 
(otherwise we would have seen more 
than one sequel), but it went down in 
SNES history due to its carefree 
blend of relaxing top-down strategy 
and memorable platforming. 
SolSeraph tries to ape both, but ends 
up coming up short on all accounts. 
If you haven't played ActRaiser 
before, here's a quick lesson: Your 
job is to take charge of a celestial 
being and destroy "The Evil One," fol- 
lowing an era when humankind has 
lost faith in the Creator. It’s a little on 
the nose, | know, but it’s the way that 
ActRaiser takes this premise and 
works it into a game that really 
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struck a chord. Well, two games! 
There's essentially two ideas in 
motion: a strategy portion with a 
cherub-like angel, and a platforming 
section with a stronger, beefier 
avatar. As the player works their way 
through each zone you'll quell 
demonic uprisings, answer prayers 
and eventually take down the enemy 
stronghold in an old-school side- 
scrolling sequence culminating in a 
grand boss fight. 

That's literally the exact frame- 
work of SolSeraph. Citizens scattered 
across a world map require your 
help to fend off demons in what is 
now a more tower defense-centric 
model. The platforming portions are 
basically the same, but involve more 
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micro-stages, as you’re required to 
take down more strongholds before 
"the big one" with those aforemen- 
tioned boss battles. You might have a 
clue as to what SolSeraph gets 
wrong out of the gate: It tries to 
overstimulate you with battles to the 
point where they don’t feel special. 

Whereas ActRaiser’s platforming 
felt like a reward, SolSeraph's 
portions often devolve into a chore. 
Some areas only consist of one 
screen, requiring total annihilation 
to proceed, even if there’s one small 
enemy hiding in a corner some- 
where. It ends up giving off a boring 
vibe before you can even finish a 
zone, eventually leading to a bigger 
flourish with kookier bosses. 

The tower defense bits are mostly 
on the right track. It’s fun to figure 
out the best strategy for each 
enemy, and you're not just forced to 
build towers, but homes, barracks 
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and other buildings in addition to 
defense-minded structures. Traps 
and magic spells add layers to the 
whole tower placement concept, and 
it's generally fun to stave off hordes 
of baddies as you slowly make your 
way to each stronghold and shut 
them down. 

Although you don't need to get 
that creative due to the relatively 
calm difficulty, building a little city 
felt more impactful than your 
average tower defense game 
because of all of the extra implica- 
tions involved, which are propelled 
by additional dialogue from each 
region's inhabitants. | would have 
liked to see more direct interaction 
with them (a trick ActRaiser used a 
few times to great effect), but there's 
enough life there to feel like the 
world of SolSeraph is alive. 

Then you hit another platforming 
section and the cycle repeats. While 
"lifeless" might be harsh, there 
aren't enough unique enemy models 
to really keep you invested from 
zone to zone. Many enemies are 
copied mechanically, so when you hit 
a "completely new" foe you already 
pretty much know exactly what to do 
to take them out. 

Some bosses are tricky and 
rewarding to take down, but those 
are few and far-between. For the 
most part you only need to use the 
all-powerful shield to march up, get 
into a good spot, mash away, then 
wait for another opening. 

Ultimately, SolSeraph feels like 
slightly more than half a game. Even 
if you remember ActRaiser and are 
really pining for a modern follow-up, 
approach with caution. — CHRIS 
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The Rhythm is 


THE PRODUCT OF an unprece- 
dented partnership has appeared: 
For the first time ever, Nintendo has 
allowed an indie studio to make a 
game using one of their first-party 
franchises. And not some obscure IP 
like Clu Clu Land or Battle Clash, 
either! This is a legitimate act of 
incredible trust, as the team at Brace 
Yourself Games was handed the keys 
to the Kingdom of Hyrule. 

Cadence of Hyrule: Crypt of the 
NecroDancer Featuring The Legend 
of Zelda is a follow-up to 2015's first 
Crypt of the NecroDancer game, a 
rhythm-focused dungeon crawler 
that so impressed the executives at 
Nintendo that they reached out and 
proposed the idea of working as a 
team to make this next installment in 
the series. And while it's dressed in 
the clothes of the Zelda brand, the 
order of the names in the subtitle is 
accurate: This is very much a Crypt 
game first and foremost. 

What that means is gameplay that 
plays to the beat. A blood-pumping 
soundtrack fuels the on-screen 
action with a constant, consistent 
and unignorable tempo that dictates 
the pace of all participants in play. 
You must move your hero in step 
with the beat, matching its rhythm 


by hopping back and forth, up and 
down, side to side and in circles as 
you seek to align yourself properly to 
attack any enemies in your vicinity. 
The enemies, too, move at the same 
pace, taking one step or performing 
one action with every beat. Luckily, 
every foe has a pattern to their 
behavior that you can learn, letting 
you then anticipate their actions and 
place yourself in the right spots at 
the right times to counterattack and 
defeat them. 

It's clumsy at first. And hard! Just 
no-nonsense difficult. Even players 
who've mastered rhythm games in 
the past may very well have trouble 
getting into the groove here. 

What's worse - there's almost no 
preamble to prepare you for the 
onslaught of the overworld. A very 
brief tutorial section quickly gives 
way to free-flowing exploration of 
the map in any direction you choose, 
but no matter which way you go 
you'll run into dozens and dozens of 
different species of enemies all out 
to send you straight to the Game 
Over screen. There's no build-up! 
There's no smooth rise in the diffi- 
culty curve where you face a few 
foes at first and then work your way 
up to more difficult battles over 
time. No, you're just flung straight 
into the fire, facing gauntlets of 10 or 
more enemies on each individual 
Screen section even when you've just 
started out. I'll admit, that first 
impression turned me off. 
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But when I turned the game back 
on days later to give it another go, 
and when I really tried to tap into 
the rhythm of the gameplay and get 
myself in step with what it was trying 
to present to me as an experience, I 
began to see some of the same 
magic that so mesmerized Mr. 
Miyamoto and Mr. Aonuma. I'm still 
not great at staying on the beat, but 
I'm able to "dance" at least well 
enough that I wouldn't be bounced 
out of any Hyrulian nightclub. 

Fear not! If you also lack the 
aptitude to pick up on the right vibe 
here... you don't have to. There is 
actually an entirely different, second 
way to play Cadence of Hyrule, and 
it's a godsend for anyone who just 
wants to experience this story in its 
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entirety without having to worry 
about staying on rhythm for hours 
on end. An option in the menu lets 
you turn on "Fixed-Beat Mode" — it 
basically just lets you ignore the 
movement requirement entirely. 
With that mode enabled, Cadence of 
Hyrule transforms from a rhythm 
game into, instead, a game that's 
very similar to the Mystery Dungeon 
series. You're still hopping around in 
a grid, but now enemies only move 
when you move. That blood-pumping 
soundtrack becomes just great, high- 
energy background music instead of 
a strict taskmaster throwing stern 
looks at you whenever you get out of 
sync with its perpetual metronome. 
I'll make a second admission: | 
played a lot more with the beat 
requirement turned off than with it 
turned on. It, for me, made the 
whole quest a lot less stressful. 
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The quest is one that all longtime 
Zelda fans will absolutely want to 
experience, too, as it is so beautiful 
visually and so lovingly crafted with 
wonderful homages to the history of 
the series. Particularly the oldest 
games in the Zelda saga: There are 
enemy characters, items and songs 
brought back to life from zelda 1, A 
Link to the Past, Link's Awakening 
and Ocarina of Time. Every scene 
and new encounter will give fans of 
those first Zeldas a grin. 

And the puns! The glorious music 
puns. You fight a boss who is a 
Wizzrobe fused with an oboe. He's 
Wizzroboe. (You know they must 
have come up with the names first 


and then built the boss battles based 
on that.) 

Lastly, Cadence of Hyrule hits you 
with remixes of itself every time you 
play! Roguelike randomization 
changes the layout of the land for 
each new playthrough, keeping 
things fresh for repeat runs. And 
you'll want to run it at least three 
times, because there are three dif- 
ferent playable characters! 

| was thrilled by its reveal, then 
turned off by my first play, then 
pushed through and was so glad I 
did. Cadence of Hyrule is a compli- 
cated game that's worth learning 
how to play, because getting into the 
rhythm can't be beat! — LUCAS 
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IN JAPAN, THE Dragon Quest brand 
has been an iconic, foundational part of 
the entire video game experience for 
over three decades. But in the West? 
Not nearly as impactful. So let's look 
back across each installment and track 
where the series did things right (and 
wrong) in its attempts to find an 
audience outside its land of origin. First 
up? The original adventure, of course! 

Dragon Quest was pretty much a hit 
right out of the gate in Japan. Enix's 
very first entry arrived in 1986 for the 
Famicom, and it took the country by 
storm with its JRPG sensibilities a whole 
year before the first Final Fantasy came 
out (sparking a rivalry with Square that 
would eventually culminate in a merger 
in 2003). That pedigree alone is enough 
to make a mark, but it was so much 
more than a mere statement. 

If you've played JRPGs with multi- 
layered equipment systems, vast talent 
trees and limitless amounts of builds, 
Dragon Quest will feel elementary by 
comparison. Very early on, your core 
option is simply "Fight," a basic attack 
that made for a quick way to grind up 
experience points: the key to unlocking 
magic spells. Over time, you eventually 
have many more choices to make, 
including which pieces of gear to buy 
(with precious few gold pieces) and 
what spells to use on certain enemies. 
So many early staples — even something 
as innocuous as using a spell to light up 
a cave — were pioneered and popular- 
ized in JRPGs by Dragon Quest. 

Although there were several RPGs 
before it, the enhanced focus on menu- 
based combat and the wonderful Akira 


Toriyama art style really helped cement 
its place in history. I'll never forget the 
first time | played it and came face to 
face with a Slime: an iconic creation 
that pretty much everyone has seen at 
some point. What really took me by 
surprise, though, was the sheer variety 
of the enemy designs, ranging from 
intoxicatingly cute (the flying Drackies) 
to downright scary (the Magicians). 

Another genre distillation that 
Dragon Quest nailed was the very easy- 
to-follow narrative, which involves "The 
Hero" on a quest to defeat a Maleficent- 
esque shapeshifting villain: Dragonlord. 
Throughout the journey, little sprinkles 
of lore for the Kingdom of Alefgard are 
peppered in, mostly through the (very 
brief) musings of townsfolk NPCs. 

If you can believe it, this was actually 
one of Chunsoft's (known today as Spike 
Chunsoft) first games! As the legend 
goes, Dragon Quest landed with a thud 
but eventually roared. Once people 
caught on, this series debut went on to 
sell over 2,000,000 copies in Japan (a 
number greatly enhanced by more 
recent ports on myriad systems: most 
notably the SNES and Game Boy Color). 
Japanese publisher Enix probably didn't 
see just how much their efforts paid off 
at the time, as the release dates of 
Dragon Quest games would eventually 
become unofficial holidays in Japan! 

Really, though, Dragon Quest was 
always destined for success, whether it 
was immediate or somewhere down the 
line. With a dream team of creators at 
the helm and the man behind Dragon 
Ball doing the artwork, it was only a 
matter of time! — CHRIS 
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TODAY, DRAGON QUEST is known 
as an accessible series — one of the 
most friendly and welcoming RPG fran- 
chises in all of gaming. Anyone of any 
Skill level should feel comfortable 
picking up a new game like Dragon 
Quest XI S, knowing it won't feel over- 
whelming. 

That was not the case 30 years ago. 
Back in the 8-bit era that's now 
commonly remembered by its games 
being overly difficult, Dragon Quest II 
was a key contributor to that reputa- 
tion. This game is not playing around. 
When you first set out from the starting 
castle as a lone Hero — just like the first 
game - you're instantly met with an 
avalanche of random battles that pit 
you against not one, but multiple foes at 
the same time — not like the first game. 
Yes, Dragon Quest II was the sequel that 
introduced the gameplay twist of more 
than one monster squaring off against 
you simultaneously, and that change 
surely meant several Game Overs for 
novice adventurers in the game's 
opening moments. 

Patience was key. Patience, and 
grinding. You had to slowly chip away at 
what low-level mobs you could to level 
up your Hero bit by bit, with each next 
notch of experience expanding his area 
of reasonable overworld exploration a 
little more. Luckily, the equation 
became balanced a bit better when you 
evened the odds — because you could 
find and recruit two other fighters to 
your team! Multiple party members 
debuted here in Dragon Quest II as well 
— and thank goodness for that! 
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The three different protagonists here 
are collectively called Luminaries — a 
term that’s being brought back into the 
spotlight with Dragon Quest XI. What it 
means is that these three are all 
descendants of Erdrick, able to trace 
their bloodlines back to that legendary 
warrior. It’s an honor to have such a 
famous ancestor, but with that honor 
comes the duty to strike out and save 
the world when called upon! 

The call to action happens here when 
a cult leader named Hargon commands 
his followers to lay siege to the Castle of 
Moonbrooke. It is sacked and destroyed, 
but one member of its royal guard is 
able to escape and carry news to the 
Castle of Midenhall. There, the Prince of 
Midenhall (our Hero this time) begins 
his journey, ultimately recruiting his 
cousin the Prince of Cannock to the 
quest. And then the two of them 
together find and save the displaced 
Princess of Moonbrooke ... turning her 
back into a human after she was trans- 
formed into a dog! (In fact, there’s an 
entire town populated entirely by dogs. 
What a joy that would be!) 

Those kinds of bits of whimsy keep 
the wholesome Dragon Quest feeling 
alive in what is otherwise a truly brutal 
entry in the overall saga. If you’re just 
getting into DQ for the first time, this 
second game is definitely not the place 
to start. Though the players in Japan 
seemed undeterred by its difficulty at 
its launch in 1987 — it sold 2,400,000 
copies of its debut Famicom cartridge, 
pushing it well past the 1,500,000 mark 
of its predecessor! - LUCAS 
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DRAGON QUEST 11 might be the 
most influential game in the series' long 
history. | estimate every subsequent 
game's DNA is comprised of at least 1596 
nostalgia for this epic 1988 RPG. 

If you've played Dragon Quest III 
yourself, it shouldn't be hard to under- 
stand why it's still regarded as a king 
amongst Quests. It's a big, ambitious 
RPG, even by today's standards. Though 
the overarching story is simple — you 
wake up on your 16th birthday and 
inherit your father's unfinished journey 
to defeat the archvillain Baramos — 
you're guided from place to place by 
smaller stories that define the towns 
and kingdoms you visit. Before too long, 
you realize the world you're traveling is 
very familiar... and you're more than 
just some random kid on a fun birthday 
adventure. 

Dragon Quest III improves on its pre- 
decessors in incalculable ways. The 
game's no pushover, but it's much more 
balanced than Dragon Quest 115 brutal 
journey. It helps that you can build your 
own party of four out of a wide selection 
of classes. Whether you go heavy on 
strength with a passel of Warriors or 
lean toward magic with Wizards and 
Clerics, it's up to you to outfit your 
charges and shape their growth. Mid- 
game class changes even make it 
possible to wind up with a Warrior who 
slings attack magic from the side! This 
was crazy stuff for a console RPG from 
'88. 

Dragon Quest III’s sense of freedom is 
also astonishing for its time. Though the 
game's storyline keeps you on a defined 


path, large chunks of the game world 
are open for you to explore as you see 
fit — especially when you get your own 
ship fairly early in the game. A fussy 
NPC might bar your progress from time 
to time, but more often you're expected 
to police yourself as you explore, espe- 
cially early in the game. If you're 
instructed to visit a certain tower and 
you venture into frontier lands popu- 
lated by wild dogs capable of killing 
your fledgling party in one fell swoop, 
that's your lookout. If you come into 
Dragon Quest III from previous games, 
then you should already know the iron 
rule of Dragon Quest: Do not cross a 
bridge unless you're prepared to throw 
down with stronger monsters. 

Dragon Quest lll sprawl, meaty 
content and fun  end-story twist 
combine to make one of the grandest, 
most innovative NES RPGs in the con- 
sole's history. You start off as a kid 
armed with a sharp stick, and hours 
later you're a seasoned adventurer in 
charge of a party of talented monster- 
killers. You sail ships, solve dark riddles 
involving lover suicides, meet pirates, 
slay legendary monsters and even 
hatch a Phoenix. All the while, you're 
treated to some of manga-ka Akira 
Toriyama's greatest monster designs. 
Dragon Quest III is exactly everything a 
grand adventure should be, and then 
some. 

Dragon Quest 111" immense popular- 
ity in Japan led to sales in excess of 
3,800,000 units of the first Famicom 
cartridge alone, and also earned it 
several remakes! - NADIA 
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ONE OF MY proudest gaming pur- 
chases took place in a rental store in the 
mid-'90s that was clearing out their 
inventory. For a paltry 10 dollars, | took 
a chance on Dragon Warrior IV. Good 
thing too, because buying the cartridge 
online these days can run over $80 by 
itself! It'S arguably worth it even at that 
price, though, as the fourth Dragon 
Quest is a splendid, ambitious RPG and 
one of the 8-bit era's finest games. 
Japan seemed to agree, as the game 
sold 3,100,000 on Famicom there — just 
a hair below how its particularly 
popular predecessor performed. 

What's most immediately striking 
about this title is its chapter-driven 
focus that features a different character 
for each section. The game begins with 
the warrior Ragnar McRyan going on a 
quest to find some missing local 
children. Once he's done, the next 
chapter revolves around the martial 
artist princess Alena and her retainers 
going on an adventure in a complete 
different part of the world tha 
Ragnar’s story. Chapter 3 total 
switches gears in a very creative wa 
(particularly for a game released 
1990) by letting you play as a fami 
man merchant, Torneko Taloon, and h 
quest is to make enough money to mov 
to a bustling kingdom and expand his 
business. And the penultimate chapter 
tasks players with leading a pair of 
twins (magic-flinging Maya and Meena) 
on a journey to avenge their father. 

Finally — and to my surprise — the 
last chapter lets you play as your named 
Hero, initially embarking on a solo 
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venture (and the real meat of the 
game), but then eventually gathering 
together the seven other characters 
you've already gotten to know. This 
approach to the game's storytelling, 
while simple, is extremely effective in 
getting to know the colorful cast and 
their roles in battle. It’s also led to the 
DQIV characters becoming some of the 
most popular in the series, particularly 
in Japan. Nearly the entirety of DQIV's 
cast has been featured in spin-offs like 
Fortune Street and Dragon Quest 
Heroes, and this title's Hero ("Solo") is 
now playable in Super Smash Bros.! 

This unusual structure was backed up 
by the series' strengths: great character 
and monster design, a classically- 
inspired soundtrack (one of DQ's best, in 
my opinion) and an appropriately 
thoughtful challenge level that rewards 
good resource management. The now- 
standard Mini Medal sidequest makes 
its first appearance here — it's an 
optional treasure-hunting feature that 
rewards thorough players with powerful 
equipment. 

DQIV is one of the most beloved 
games in the series and is thankfully not 
too difficult to find in some form 
nowadays. It got a very faithful DS 
remake in 2008 (based on an earlier 
PlayStation Japan-only remake), as well 
as a mobile phone version in 2014. You 
can't go wrong with either, as they add a 
number of new features, including a 
bonus chapter after the ending! All in 
all, a great entry point to the series for 
the patient player. | certainly got my 10 
bucks’ worth, anyway! - MATTHEW Т. 
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WHILE THE FOURTH Dragon Quest 
innovated in its approach to its story by 
separating it into distinct chapters with 
different casts of characters, the fifth 
adventure made an even bolder narra- 
tive decision: Dragon Quest V chronicles 
an entire lifetime! Separated into parts 
not by protagonist but instead by era, 
the game follows the series' fifth Hero 
beginning with the moment he's born, 
then picking up the tale years later 
when he's a young boy going on adven- 
tures with his father, then further 
jumping ahead to decades after that 
when he himself has become a father — 
and his own children step into the spot- 
light as playable characters too. 

It's wildly ambitious in scope, but 
perhaps that kind of epic story was just 
what Enix needed to make the kind of 
tale-telling splash that would befit the 
Dragon Quest series' debut on new, 
more powerful hardware. Dragon Quest 
V was the first game in the saga to be 
released for the 16-bit Super Famicom 
— and after four installments in a row all 
locked down by the limitations of the 
first Famicom's 8-bit tech, seeing this 
game running on its successor must 
have been like the moment full color 
kicks in during The Wizard of Oz. 

...| mean, | assume that was the kind 
of feeling it inspired. | wouldn't know 
from personal experience, because, 
sadly, | never played this one in its 16-bit 
form back in the '90s. I didn't have the 
option to, because Enix didn't release a 
localized version in the West! It was 
another first: the first Dragon Quest to 
never become a Dragon Warrior. 


Discouraged by the consistently 
lower sales of the second, third and 
fourth games in the line, Enix made the 
business decision to not take a chance 
on releasing the fifth anywhere outside 
of Japan. And that still stings to this day, 
since, for fans in Japan, Dragon Quest V 
has gone down in history as one of — if 
not the — best in the whole franchise. 

And it remains one of the most influ- 
ential, impacting the designs of other 
games to this day. A main story that 
interrupts itself with a drastic time skip 
partway through? That's an idea that's 
been used to great effect several times 
since, most recently in the just-released 
Fire Emblem: Three Houses. 

But there's more! Dragon Quest V 
also let players choose who the Hero 
would marry, and that decision then 
impacted the kids who were born later. 
Just their hair color, but still, it was the 
start of something big in the industry. 
Fire Emblem has adopted that idea in 
several installments as well, and there 
are entire franchises basically built on 
the back of "Who will you choose to date 
and marry?" like Harvest Moon/Story of 
Seasons. 

And how about Pokémon? We could 
make a clear connection to that jugger- 
naut of the gaming industry too, as 
Dragon Quest V introduced monster 
taming — you could win the loyalty of 
over 40 different beasts and make each 
of them part of your playable party. АП 
years before the Pocket Monsters 
appeared! 

It is a true shame that this sequel 
never made it to the States. - LUCAS 
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THE SIXTH STOP оп our journey 
through the Dragon Quest series is the 
first one developed by Heartbeat (who 
also worked on Dragon Quest VII) 
instead of Chunsoft. Dragon Quest VI is 
the second Super Famicom entry in the 
series and introduces a concept that 
had already become popular by its 
release in late 1995: the dual-worlds 
mechanic. Like SNES classics A Link to 
the Past and Final Fantasy III (a.k.a. VI) 
before it, this title tasks its heroes to 
navigate through two massive worlds to 
save the day. But unique to this game, 
the characters are also part of this 
dichotomy, containing a "real" version 
and a "dream" version. 

Despite some fun moments involving 
interplay between realms, the dual 
worlds idea never quite feels as ambi- 
tious as, say, affecting the differing 
timelines in Chrono Trigger. This is 
probably because the dream world isn't 
quite as clear or well-defined as it could 
be, conceptually. What was likely more 
striking when the game landed were its 
graphics; DQVI arrived late in the Super 
Famicom's life, and its large, colorful 
sprites really benefited from the extra 
time in the oven. The visual jump 
between DQV and VI is so significant 
that it's hard to believe they were on the 
same console! Sugiyama's tunes got 
that extra bit of power as well. 

Gameplaywise, DQVI melds the class- 
based system of ООП with the more 
defined cast of later games. Classes give 
characters a number of different abili- 
ties and stat changes, and there are 
even advanced hybrid classes that 


require players to have already 
mastered simpler ones as prerequisites. 
There's a lot to do here if you want to 
see it all, including secret Monster 
Classes that let players become a 
Dragon or Liquid Metal Slime! 

Longtime fans also get to enjoy the 
series' subtle continuity maintained as 
DQVI closes out what's known as the 
Zenithian Trilogy that started with DQIV. 
Like all mainline games, it contains its 
own unique world and cast, but it does 
involve the floating castle Zenithia yet 
again, as well as all that that entails: the 
Zenithian equipment and Zenithian 
Dragon. 

ultimately, the storyline touches on 
themes of amnesia, our sense of self 
and human greed, but despite the 
setting, this is a fairly traditional Dragon 
Quest title at the end of the day. When 
all is said and done, its core hook (the 
two worlds) feels less impactful than 
DQV's focus on growing up and DQIV's 
chapter-based structure. And while the 
game still saw incredible success in 
Japan, at 4,7000,000 copies sold to 
date (including all its remakes), it's the 
lowest-selling mainline game. 

Even still, DQVI did introduce cast 
members who went on to become fan 
favorites, like Carver, the muscular 
martial artist, and Terry, who later 
starred in Dragon Quest Monsters. 

Overall, DQVI makes a pretty strong 
closing chapter of the Zenithian Trilogy, 
with a long, consistent adventure and 
tons of content. 

Plus, you can ride atop a flying bed. 
— MATTHEW T. 


IF YOU LIKE getting your money's 
worth out of your games, RPGs are 
often the best way to go — and Dragon 
Quest VII’s absolutely massive main 
quest runs most gamers upwards of 80 
hours (or even longer if you're playing 
the original PlayStation version first 
released in Japan in 2000). It sold sur- 
prisingly well for a PS1 game that came 
out after the PS2 had already launched, 
but such is the fervor for Dragon Quest 
in Japan. In fact, it was one of the best- 
selling games in that era, with 
4,000,000 copies sold worldwide! 

Not much in Dragon Quest VII: 
Fragments of the Forgotten Past 
deviated too far from the basic formula 
of the past installments of its tried-and- 
true RPG series. You play as a nameless, 
silent "Hero" once again, this time 
joined in your journey by party 
members Prince Keifer, Maribel, Ruff, 
Mervyn and Aishe. You explore the 
island of Estard, fight monsters, gain 
experience and conquer challenges to 
ultimately squelch the evil final boss 
and save the world. (The game does 
feature some content after the final 
boss is eradicated, though.) 

A large focus on grinding levels has 
always been apparent in the Dragon 
Quest series, but this quest boasts a 
very large bestiary which makes the 
classic chore feel more varied. The 
variety doesn't come at the expense of 
nostalgia, of course: Many of the 
enemies are still the familiar monsters 
that appear in every Dragon Quest 
outing, like Slimes, Drackies, Mimics 
and Golems, to name a few. The game 


also uses a class system, much like 
Dragon Quest 1 and VI, but it's more 
extensive — some classes аге only 
unlocked after certain others are 
mastered. 

The plot of Dragon Quest VII, along 
with its music and much of its look, is a 
more eerie and somber affair than 
other Dragon Quest games. The game 
employs time travel to propel its narra- 
tive forward — and backward. You start 
on Estard, an island apparently all alone 
in the world, and find portals to other 
lands. These other lands turn out to be 
lost continents only seen in the past. 
Oftentimes exploring a new area in the 
past and helping its denizens will have 
repercussions in your personal timeline. 
Your initial party of three encounters 
more party members and NPCs in the 
past, and with each new continent 
found, a larger piece of the overall 
puzzle is revealed and more land mass 
appears in the present. The story is 
varied, intricate and often heartbreak- 
ing, making the narrative one of the 
most unique in the series. 

It just takes a long time to experience 
all of it! If tackling ап 80+ hour tale on 
the old PS1 seems a bit too intimidating, 
consider the recent 3DS remake of this 
same adventure instead. It's still much, 
much longer than most other JRPGs, but 
it's streamlined portions of the game 
and cut tedious parts out of the 
prologue in particular, helping you to 
get into the proper quest more quickly. 
The 3DS version also has beautiful, 
expressive, fully animated 3D charac- 
ters and detailed landscapes! — BRETT 
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THE FIRST DRAGON QUEST title to 
be released by Square Enix after their 
merger in 2003, Dragon Quest VIII was 
first released іп 2004 on the 
PlayStation 2 in Japan. But while Square 
Enix handled the publishing, it was 
developed by Level-5 — the same studio 
that would later produce such hit fran- 
chises as Professor Layton, Ni no Kuni 
and Yo-kai Watch. In fact, this was only 
the team's third game ever! They've 
been turning out hits from the very 
beginning. 

The story of Dragon Quest VIII begins 
when the garish clown Dhoulmagus, the 
court jester of the Kingdom of Trodain, 
uses an ancient scepter to put a curse 
on the kingdom, turning King Trode into 
a hideous green monster and his 
daughter, Princess Medea, into a white 
horse. The Hero, a young man who is a 
member of the royal guard, is the only 
one unaffected, and he sets out on a 
journey with King Trode and Medea in 
search of Dhoulmagus, hoping to force 
the fiend to reverse the curse. As they 
travel, they encounter Yangus, a bandit 
who the party saves from certain death; 
Jessica, a sorceress intent on avenging 
Dhoulmagus' murder of her brother 
Alistair; and Angelo, a Templar whose 
love of worldly pleasures clashes with 
his holy duties. (And let's not forget the 
cheese-loving Munchie, the Hero's pet 
mouse and the cutest member of the 
party!) 

As the group travels the world and 
across the sea, they discover the true 
evil behind Dhoulmagus' magic: the 
demonic Lord Rhapthorne, who was 
sealed inside the scepter years ago by 
seven sages and found his chance to 
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escape through Dhoulmagus. Now, he’s 
out for blood, and it’s a race against 
time to stop him from regaining his full 
power and conquering the world! 

For the first time in the franchise, 
Dragon Quest VIII featured a fully 3D 
environment, with an expansive world 
map and cel-shaded characters. Battles 
also introduced the "Tension" system, 
which allowed characters to store up 
power on their turn in order to unleash 
a stronger attack later. (If you power up 
the Hero enough, he even gets Super 
Saiyan hair!) There’s also the introduc- 
tion of the Alchemy Pot, which allowed 
players to combine items into new 
equipment, and the return of the 
Monster Arena, which eventually let you 
create your own team of monstrous 
reinforcements. 

Dragon Quest VIII became an instant, 
massive success in Japan, as it exploded 
sales records by shipping 3,000,000 
copies in its first week alone. Ultimately 
it surpassed 5,000,000 units worldwide 
— nearly half a million of which were in 
North America! Its release and positive 
reception marked a turning point for 
the brand as a whole, both in Japan and 
іп the West. - REBECCA 
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NEXT ON OUR list is Dragon Quest IX: 
Sentinels of the Starry Skies — and it 
was quite a doozy. Dragon Quest IX had 
many firsts for the series, the biggest 
arguably being that it was the first new 
Dragon Quest mainline game designed 
specifically for a handheld. 

Dragon Quest IX tells the tale of the 
Celestrians, angel-like beings who live 
in a heavenly skyborne land called the 
Observatory and are charged with 
watching over humanity below. You, the 
overseer of the town of Angel Falls, are 
tasked with obtaining Benevolessence 
(a type of solidified energy created from 
gratitude) by helping the villagers 
below in order to cultivate the legend- 
ary wish-granting fyggs which grow on 
the world tree, Yggdrasil. 

Early in your adventure, calamity 
strikes and Yggdrasil's fyggs are scat- 
tered across the land. Your goal is to 
locate the fyggs and recover them 
before they fall into the wrong hands. 
What follows is a story that has plenty of 
emotional ups and downs. 

Don't let the setup fool you! This is 
Dragon Quest through and through, 
filled with all the things you've come to 
love about the series: silly pun names, 
returning monster favorites as well as 
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new creatures, and grinding, grinding, 
grinding. 

Thankfully, the grinding isn't so bad 
this time due to one very important dif- 
ference: no random battles. АП of your 
enemies are shown on the screen, so if 
you only want to chase down Liquid 
Metal Slimes, you're good to go. 

One of the most fun aspects early on 
is the ability to design your character 
completely from the ground up — and 
then do the same for any prospective 
teammates you want. After a certain 
point in the game you can change voca- 
tions ("jobs" in previous installments) 
and further refine you and your team- 
mates' abilities. 

The post-game for Dragon Quest IX is 
massive! Not only are there numerous 
additional quests to conquer for rare 
goodies, but there are also a near- 
infinite number of Treasure Maps to 
obtain, each of which could lead to 
stronger enemies and better loot the 
further you go. 

Or, there were . . . back when the 
game's online features were still func- 
tional. Nintendo discontinued the Wi-Fi 
Connection service in 2014, and with it 
went much of DQIX's content. 

Local multiplayer thankfully still 
works, as up to three additional players 
can join in the fun and tackle dungeons 
together. The social aspect of Dragon 
Quest IX was always strong: the ability 
to add nearby players by "tagging" 
them and trade Treasure Maps brought 
people together at many of the officially 
sanctioned events at Best Buy and 
GameStop. These were also some of the 
only ways to grab a rare Legacy Boss 
Map! - THOR 
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AND SO WE arrive at the end of the 
line, where, perhaps poetically in step 
with the reason for conducting this ret- 
rospective in the first place, we find our- 
selves faced with the one mainline 
series sequel that still hasn't come to 
the West. Its only impact has been 
through its absence! 

The reason for the untranslation of 
Dragon Quest X is simple to understand, 
though — while it is considered to be a 
main series sequel and is numbered as 
such, it's an entirely different gameplay 
experience that just might not make 
sense to bring to the States. DQX is an 
MMORPG. And while massively multi- 
player online role-playing games have 
become huge hits in the past — 
EverQuest and World of Warcraft in par- 
ticular are the stuff of gaming industry 
legend — the circumstances for the 
success of those kinds of games did not 
seem to be in play for this project. 

Not outside of Japan, at least. There, 
іп a country absolutely filled with fans 
of this particular franchise, it made a lot 
of sense — financially and otherwise 一 
to create an online version of the 
Dragon Quest world where that commu- 
nity of fans could meet up together and 
enjoy an adventure in groups. Virtually 
and vicariously stepping into the shoes 
of a Hero. And not just a default silent, 
nameless human either! But their pick 
from a wide variety of playable races, all 
customizable in ability and appearance. 


Later on in this issue we'll review the 
new Dragon Quest Builders 2, which is 
the latest example of Square Enix taking 
cues from ап incredibly popular 
property that they did not create them- 
selves — Minecraft — and reworking its 
fundamental ideas to function within a 
Dragon Quest framework. But Builders 
was not the first to do that. Dragon 
Quest X was the result of the company 
paying attention to the stratospheric 
success of MMOs like World of Warcraft 
and planting their flag in that same ter- 
ritory. 

The way they made the idea their 
own is interesting, though. When you 
first start to play Dragon Quest X, it’s an 
entirely offline experience — a straight- 
forward, single-player quest quite 
similar to what the past installments in 
the series presented. It’s only after you 
bring your default Hero up to Level 10 
and experience a critical story moment 
that the true, expansive, online world 
opens up to you, and you reroll your 
playable character as one of the other 
available races. Elves and Dwarves are 
here, of course. Ogres too, in a DQ inter- 
pretation of them. And then unique DQ- 
only options: the diminutive Puklipo or 
the aquatic Weddies, which seem like 
the DQ equivalent to Zelda’s Zoras. 

And the race options are just a small 
fraction of what makes this one unique! 
It’s painful that we haven’t been able to 
explore it any further! - LUCAS 
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DRAGON QUEST SPIN-OFFS! 


BEFORE WE WRAP things up, we'd be 
remiss not to mention the many spin-off 
titles that have supported the main DQ 
series adventures and helped build up 
the brand over the years. Not into long 
JRPG adventures? Then take a look at 
some of the fun and humorous off- 
shoots Dragon Quest has to offer, and 
you could still get on board with the 
series that way! 

If you love silly puns and innovative 
gameplay, Rocket Slime is the game for 
you. In this Nintendo DS title you 
assume the role of Rocket, a friendly 
blue Slime who lives in a village along- 
side a diverse cast of other Slimes. One 
day a Platypunk mafia known as the 
"Plob" strikes, kidnapping every Slime 
in town and locking them in treasure 
chests. As the only Slime left, it's your 
job to rescue all 100 of the others and 
take down the notorious Plobfather. 

There's just one little — or rather, 
huge — problem. The Plob have a fleet 
of enormous, cartoony tanks ready to 
roll over all who dare stand in their way! 
But never fear, because giant problems 
call for giant solutions: namely Rocket's 
very own Schleiman Tank. 

This quest is split into two types of 
gameplay. In the top-down stages, you 
slip, goop and glop all over a simple 
overworld. Each world has a railway 
with an ever-moving train of carts, and 
every enemy you defeat or item you 
pick up can be placed onto these carts. 
As the story progresses, you can use the 
collected items to make better ammo 
for your tank. What's more, the 
defeated monsters will inhabit your 
town and join your crew! The overworld 
may be cute, but the tank bosses are 
where the game really shines. Tanks 
duel in one-on-one battles, with the 
fight itself being depicted on the top 
screen and the characters on the 
bottom screen. Run around the interior 
of your war machine, pick up and deploy 
ammo, fend off enemy attacks and even 
climb into the cannons yourself and sail 
into the enemy's tank to take it down! 

. . . Oh, and by the way, almost every 
tank has a goofy pun name. My personal 
favorite is a tree-shaped tank called 
"Chrono Twigger." 


And what if you love Akira Toriyama's 
monster designs and you really want to 
fight alongside them as companions? In 
that case, check out Dragon Quest 
Monsters: Joker! As the title suggests, 
this DS game is a monster-battling sim 
with a Dragon Quest spin. The setting is 
pretty straightforward if you're familiar 
with the genre: You play as a monster 
scouter, you want to be the monster 
battling champion, you collect and train 
your team to victory . . . it's nothing 
unusual. However, this isn't just a 
reskinned Pokémon game. Monsters 
usually appear in trios, with a broader 
focus on party-wide attacks. Capturing 
creatures involves buffing your team's 
stats and displaying your strength in 
one huge attack. If successful, the 
opposing monster will be impressed 
and will offer to join your crew! It's not 
always that easy though — if you fail to 
impress the monster too many times, it 
will become insulted and will unleash all 
its fury upon you. Your creatures can't 
be bred and don't evolve; instead you 
synthesize new monsters by combining 
your party members. The synthesis 
mechanic is surprisingly intricate (but 
sometimes a tad confusing) and your 
new creation will have the abilities of its 
component monsters, allowing you a lot 
of freedom when customizing your 
team. With enough experimentation 
and leveling, you could even create 
famous Dragon Quest villains such as 
the Dragonlord and Zoma! І don't know 
about you, but | for one am perfectly OK 
with commanding some of the most 
notoriously evil overlords in gaming 
history. 

And if you're a fan of the Mystery 
Dungeon series, do І have some great 
news for you! The entire Mystery 
Dungeon franchise was born from a 
Dragon Quest spin-off titled "Torneko 
no Daiboken: Fushigi no Dungeon," 
which translates to "Torneko's Great 
Adventure: Mystery Dungeon." In this 
game you play as Torneko (known as 
"Taloon" in some localizations), the 
shopkeeper from Dragon Quest IV. Your 
goal is simple: journey through myriad 
mazes, collect cool loot for your store, 
and build up a humble little business. If 
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you've played other entries in the series 
such as Chocobo's Dungeon or Pokémon 
Mystery Dungeon, then you'll have no 
trouble understanding the gameplay. 
The floors are randomized and you need 
to be careful about picking up the items 
you want while avoiding traps, keeping 
an eye on Torneko's hunger level and 
weighing the risks and rewards of 
further exploration. Being the first 
entry in the series, this title might feel a 
little bare-bones compared to later 
installments, but it's still loads of fun 
and surprises. And you know, it's just 
fun to experience this game purely for 
the historical value! The original never 
made it to the West, but its Р51 sequel 
Torneko: The Last Hope was published 
in English in November 2000! 

Speaking of Japan-exclusive series 
that eventually found their way to the 
West, the Itadaki Street series featured 
many Dragon Quest characters before 
its localization as "Fortune Street" in 
2011. This Monopoly-inspired party 
game includes familiar elements such 
as buying up property and trying to 
make the most money, but adds its own 
twists by offering an in-game stock 
market and a collection of minigames. 
Early installments usually crossed over 
Dragon Quest with Final Fantasy, but 
the more recent Nintendo releases 
allowed Mario and the gang to meet the 
DQ cast long before Smash Bros. 
Ultimate invited The Hero. 

There's more! Dragon Quest Heroes is 
the name of the DQ brand's "Warriors" 
title. Dragon Quest Wars was a chess- 
like DSiWare download. Dragon Quest 
Swords was an on-rails first-person 
hack-and-slash with Wii waggle control! 
The series has been diverse indeed. 

The world of Dragon Quest is full of 
colorful characters апа delightful 
humor. If you want to dip your toes in 
but don't have the time to grind through 
the main series, go ahead and snag a 
copy of any of the spin-offs. While the 
gameplay may differ from title to title, 
they stay true to the spirit of the origi- 
nals. What sets Dragon Quest apart 
from other games is that after all these 
years, it's never bogged itself down in 
excessive cynicism or edginess. No 
matter which story you pick, the frame- 
work is often the same: an optimistic, 
energetic hero defeats a nasty, cruel 
monster. And most importantly, that 
hero is you! -- LINDSEY 


AND SO,WE ASK 
AGAIN:HOWFAR 
HAVETHE HEROES 
OFDRAGONQUEST 
COME? OVER THE 
COURSE OFMORE 
THANTHREE 
DECADES, IT’S SAD 
TO SAYTHATIT 
SEEMS THE SERIES’ 
INCONSISTENCY 
HAS ARRESTED ITS 
MOMENTUMTIME 
ANDTIME AGAIN: 
EVEN THE HEROES 
WHO DID MAKE 
THEIR WAYTO THE 
WEST WITHTHEIR 
QUESTS OFTEN 
ARRIVED TOO LATE 
TOMAKEA REAL 
IMPRESSION! FOR 
DRAGON QUEST TO 
FINALLYFIND REAL 
SUCCESSINTHE 
WEST, ITMAYBE 
ALLUPTOTHE 
11TH HERO... 
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ECHOES OF AN ELUSIVE AGE 
- DEFINITIVE EDITION 


You are The Luminary! 


IT'S BEEN FOUR years. Exactly four 
years, in fact — this is NF #41, and 24 
issues ago in NF #17 was the first time 
we featured Dragon Quest XI. It has 
been a long wait since then. 

... Or an even longer one if you 
consider the context of the retrospec- 
tive we've just presented! Flip back 
through those pages and you'll find 
that the last time the stars aligned to 
bring us 1) the newest mainline sequel 
in the Dragon Quest series, 2) with 
localized English text, 3) playable on a 
TV screen by way of a 4) Nintendo 
home console was . . . October 1992. 
Dragon Warrior IV on the NES. It's 
been an even longer wait since then. 


“SWITCH PUBLISHER: NINTENDO 
DEVELOPER: SQUARE ENIX 


RELEASE: SEPTEMBER 27,2019 RATING: T 


Thankfully, the nearly interminable 
era of Dragon Quest being available 
only on other company's platforms, 
being relegated to handhelds or just 
not being translated for Western fans 
at all is finally coming to an end. The 
new Definitive Edition of Dragon Quest 
XI arrives on Nintendo Switch in the 
West on September 27! 

Now, to be fair and forthright, this 
is not this game's overall first appear- 
ance in English. You probably could 
have gathered from the fact that this 
one is called the "Definitive Edition" 
that there must have previously been 
an un-definitive version sold before — 
and there was, on both PlayStation 4 
and PC last year. The most diehard 
English-speaking fans of the franchise 
surely already experienced that early 
edition, so Square Enix's marketing 
efforts now are two-fold: Trying to get 
Switch loyalists fired up about an "all- 
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new" adventure while simultaneously 
convincing PS4 and PC players to go 
for a double dip to enjoy all the new 
bells and whistles found only in this 
edition. By most standards, those first 
localized versions have already sold 
well enough to declare this game a 
success in the West, which would seem 
to provide an answer to our question 
about whether or not the 11th Hero 
would be the one to truly bring the 
series the fame and fortune it seeks 
outside Japan. But . . . don't know. | 
don't think it's settled yet. For some 
reason, | feel like we're all waiting with 
bated breath to see just how well this 
Switch edition sells to truly declare 
whether or not Dragon Quest has 
finally "arrived" in the West. 


A HERO BY BIRTHRIGHT 

As with the beloved Dragon Quest V, 
the story of XI begins at the earliest 
possible point in the life of our protag- 
onist: his birth. As a baby, this Hero 
comes into the world with a special 
birthmark on his hand that signifies 


to all who've studied the ancient 
prophecies that he is The Luminary — 
a direct descendant, and perhaps even 
atrue reincarnation, of the legendary 
hero of Erdrea. 

But news that should be cause for 
celebration is instead met with fear. 
The baby's life is threatened, and his 
mother flees into the wild, setting him 
adrift in a river in a basket. He is 
found and taken in by a kindly old 
grandpa, whose daughter raises him 
as her own son. 

Years go by. The baby grows into a 
young man who has no knowledge of 
his special birthright — not until his 
16th birthday, when the mysterious 
mark on his hand reappears and he 
begins to realize he has a greater 
destiny ahead of him than he thought. 

He travels to see the king of the 
land — unaware that the very same 
king wanted him dead as an infant 
years ago. He is labeled "Darkspawn" 
and thrown into the castle's dungeon 
to await execution. 

And that's where the quest begins. 
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A TRULY EPIC ADVENTURE 

I'll leave off with the recounting of the 
events of the story there, in order to 
preserve as much of the tale for you to 
experience firsthand as possible. But 
you needn’t worry too much about a 
scant few points of plot being revealed 
to you in advance. That setup scene 
plays out in mere minutes, and this is 
a quest that can provide well of 100 
hours of entertainment beyond that 
point! 

Dragon Quest VII was the previous 
record holder for sheer length of story 
in this series, but XI may surpass it — 
especially when you take into account 
all of the new, extra chapters and 
character vignettes that are being 
added just for the Definitive Edition. 

But don't feel too overwhelmed! I’m 
right there with you if you’re fretting 
over the length rather than feeling 
excited by it, but I've already made the 
decision that I’m seeing this one 
through to its conclusion (and then the 
post-game content beyond). The key, | 
think, will be to approach it with the 
right attitude. 

This is not the kind of game to rush 
through. This is the kind of game to 
savor, spreading out its story beats 
over a long stretch of weeks or even 
months, taking all the time necessary 
to stop and smells the roses (and play 
some minigames) along the way. After 
all, who knows how long we'll have to 
wait for the inevitable Dragon Quest 
XII to be announced, developed and 
localized? That game is surely several 
years away. So why rush through this 
one? 


VIDEO GAME COMFORT FOOD 
I've caught myself criticizing Dragon 
Quest in the past for playing things too 
safe. Not innovating. Sticking too close 
to the way things have been done 
since the '80s! The continued use of 
the same series fanfare in every reveal 


and every trailer for every sequel and 
spin-off just puzzled me (and put me 
off) for the longest time. 

But that sameness is what Japan's 
fans crave. Playing Dragon Quest feels 
like coming home. It's wholesome and 
welcoming and comfortable. 

And, yes, that means that much of 
the design of Dragon Quest XI sticks 
close to what past installments have 
presented. Battles, for instance, are 
still turn-based and menu-driven here 
— even as the graphics and music have 
advanced by leaps and bounds over 
what we saw decades ago, the play 
experience in combat is arguably 
unchanged from, well, what we saw 
decades ago. Our heroes line up on 
one side of a fight, and enemies take 
their positions in an orderly row on 
the opposite end. They trade blows 
until one group or the other emerges 
as the victors. 

There are some fresh features, of 


course. A new Free Camera system 
lets you get a more dynamic view of 
the action, and you can even break 
ranks to run around in battle if you 
like — though that has no effect on 
how the fights play out. 

What does have an effect is the new 
"Pep" system. Remember how satisfy- 
ing the two- and three-character 
combo attacks were in Chrono 
Trigger? Pep Powers present some- 
thing similar here, as when one or 
more of your party members get 
"pepped up," they can join forces and 
combine their unique techniques into 
more powerful tag-team attacks. Many 
Pep Powers are extra-damaging blows 
to foes, but others are buffs for the 
party or inflict negative status effects 
on enemies. There's an element of 
randomness in that you never quite 
know when an ally is going to feel 
peppy, and when it does present itself 
you have to use the moment wisely. 


THE DEFINITIVE ADDITIONS 
Things like the Pep Powers were 
already a part of the package back on 
PlayStation and PC, though. Just what 
is it that's supposedly setting this 
Switch edition apart to such a degree 
that it's being declared "Definitive?" 
Let's hit the list! 

First and foremost, the soundtrack 
has been seriously enhanced on the 
Switch. The PS4 and PC versions of the 
game were plagued by low-quality 
synthesized songs. Now, though, every 
track has been remade symphonically, 
having been recorded by a real live 
orchestra. Also on the sound side of 
things, full voice acting in both English 
and Japanese has been implemented. 
You'll be able to toggle between the 
music and voices you prefer at any 
time. 

The visuals may take a hit in per- 
formance compared to PS4 (head-to- 
head analyses will appear online soon, 
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I'm sure, but even still there are visual 
advancements made here — like the 
fact that your party members now 
visibly follow behind you when you're 
exploring the world. Previously, the 
Hero appeared to be alone until a 
battle or story scene began. 

Speaking of visuals, there are two 
entire games' worth of graphics here! 
While the 3D view is the default, you 
can choose to instead play the whole 
game in a 2D 16-bit style instead! This 
old-school view first appeared as an 
option in the 3DS version of the game 
(that never left Japan). In fact, the 3DS 
version also had its own chibi-style 3D 
visual option too, so Square Enix has 
built this same game world three dif- 
ferent times in three different styles. 
(It's no wonder their development 
cycles take so long!) 

There's more! When playing in the 
2D view you can discover the Altar of 
Origins, a special place fueled by the 
nostalgia of Dragon Quest's past. It 
lets the characters of XI travel back in 
time and visit iconic locations from all 
10 of the previous games! The impact 
of this feature will be lessened here in 
the West where there are not as many 
childhood memories to draw on, but 
I'm still eagerly awaiting the moment 


when ! get to warp back to Tantegel 
Castle from the very first game. 
There are more monsters you can 
ride, like the Great Sabrecat and even 
a bouncy Slime Knight! There's a new 
Photo Mode that lets you set up and 
capture snapshots of the scenery you 
see. There's Party Chat once again, 
letting you just take a moment aside 
from all the action and just talk to 
your characters. And much more! 


WHAT HAPPENS NEXT? 
It's difficult to fully appreciate all the 
enhancements of this edition since we 
Nintendo fans didn't get to play the 
previous version to be able to make a 
direct comparison, but then I'm happy 
it's not the other way around - I'd 
rather wait an extra year for the best 
edition of a game than play it earlier 
in a lesser state of completion. But will 
other Switch owners feel the same? 
Have Nintendo and Square Enix done 
enough to shout about this game from 
the rooftops, and will players respond 
favorably? 

| hope so. | am well and fully hyped 
and ready for this Quest to arrive. It 
has been too long. | want to tap back 
into my dormant fandom. | want to be 
a Dragon Warrior again! - LUCAS 


Outfits 


Ап outfit belonging to 4 
simple soldier of Trodain. 
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A DESCENDANT OF A LEGEU SK 


THE LUMINARY 


The Hero. The Luminary. The "Darkspawn." This lead character of the 


11th Dragon Quest has many titles, but no real name to call his own. 

Of course, that's just tradition. As with all past entries in the ongoing 
Saga, the lead character in Dragon Quest XI is named by you, the player, 
right when the adventure begins. You can decide to call him whatever 
you like. Name him Nester, or Mario, or Link. Name him "my dude" and 
see how that affects the dialogue of NPCs throughout the quest. Name 
him with your own name. 

Or go with the closest thing to a default name that he has, which is 
what | plan to do: "Eleven." It's a bit bland and boring, and even feels а 
little misassigned in the wake of Netflix's Stranger Things focusing its 
narrative on a character of the same non-name, but | just like to go 
vanilla on choice screens like that. So Eleven it will be for me. 

Bearing the birthmark that denotes him as a descendant of the 
ancient hero and on the run from a king who wants to kill him due solely 
to that simple brand on his hand, this Hero has to set out on a quest to 
discover the truth of his lineage, what it means for his life and his place 
in the world and, hopefully, some friends he can trust along the way. 

Gameplaywise, The Luminary behaves similarly to his incarnation in 
Super Smash Bros. Ultimate: He is a swordfighter who can also cast a 
variety of offensive and defensive magic spells. Kind of a general all- 
arounder, which is helpful to have in the lead character position. 

However, exactly how well-rounded he stays throughout the journey 
is up to you. Dragon Quest XI offers a feature called the Character 
Builder that gives you different options for how to direct each hero's 
growth over time. By investing Skill Points (earned every time a hero 
levels up), he or she can specialize in some areas of their innate abilities 
over others. 

The Hero here, for example, can pursue Swordmastery and gain skills 
that no other ally can. You can also decide whether to have him focus on 
using single-handed Swords (as he does in Smash), or mix things up with 
two-handed Greatswords instead (for extra power!). There are lots of 
choices to be made in the Character Builder mode, but don't feel too 
intimidated — you can reset all the skills and try again if you mess up. 


Altar of Origins 
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The words ‘Altar of Origins’ are etched into the stone of the monument. The altar allows you || 


to visit worlds from old adventure logs. Which world would you like to visit? 


ERIK 


The first ally you'll come across in the game, 
Erik is a scoundrel. A vagabond. A wretched 
ruffian! . . . But with a heart of gold. He puts 
on a performance as a tough guy, but you 
know he'd just spend all day petting puppies 
if he had the chance. 

Like the Hero, Erik can be utilized in 
battle as a swordfighter. But going that 
route would diminish his uniqueness, as it's 
best to keep him equipped with Knives 
instead. And yes, that's Knives, plural, since 
Erik can dual-wield two of them at the same 
time! He'll rush into battle like a Ninja Turtle 
and carve up Slimes, Golems, ax-wielding, 
swole-bodied Hoods . . . it's all the same to 
him! 

Erik can also make use of Boomerangs, 
which helpfully strike multiple foes at the 
same time. Add on the ability to steal useful 
items from foes (he is a thief, after all), and 
you've got yourself a great first recruit in 
your quest! 
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All of the heroes in Dragon Quest XI seem to 
come in pairs. The Hero and Erik form a 
bond as best friends early in the adventure 
and become inseparable. Serena and 
Veronica, as twin sisters, are obviously 
intertwined in each other's lives. Jade and 
Rab are both martial artists and have kind 
of a grandpa/granddaughter connection 
together. 

And then there's Sylvando — the excep- 
tion to the rule, because he gets along with 
everyone equally well! 

| said that The Luminary was an all- 
arounder, and that's still true. But Sylvando 
is even more versatile! He can wield a 
greater variety of weapons than anyone 
else — even dual-wielding Knives or Swords 
(which deflates Erik's balloon a bit). He can 
also tap into his skills as a wandering enter- 
tainer and bring the power of performance 
into battle. There's something to be said for 
befriending an unstoppable showman! 


SERENA 


You won't get too far in most JRPGs without 
the help of a good healer on your team, and 
luckily for the Hero and Erik, they won't 
have to go too far in Dragon Quest XI before 
they encounter Serena, the wand-wielding 
wonder. She'll keep the boys both hale and 
hearty while they're, well, rushing into 
battles like Ninja Turtles. 

As a white magic user, Serena's ability to 
dish out damage to enemies is limited — but 
she has a powerful impact on the flow of 
each fight thanks to her wide variety of 
spells that can enhance and increase her 
allies' abilities, in addition to the straight- 
forward and simple task of keeping their HP 
meters topped off. She can cast magic with 
her handy Wands, or else tap into her skills 
as a musician and affect change to stats by 
playing hymns on her harp. 

She's not totally devoid of direct combat 
skills, though, as she also has the option of 
wielding a Spear to pierce the opposition! 


JADE 


You've surely seen this kind of character 
before and understand her role right away: 
Jade is the no-nonsense femme fatale who 
can happily serve up a quick roundhouse 
kick to the face of any man she catches 
glancing at her the wrong way. (That does 
include her traveling companions, too, so 
be advised that it's not wise to make her 
mad.) 

As a martial arts expert, Jade taps into 
the long-running Dragon Quest tradition of 
equipping Claws in order to run straight up 
into foes' faces and carve them up like good 
old Wolverine. (I didn't say Ninja Turtle this 
time!) Her more iconic weapon is a Spear, 
though, and you might be more inclined to 
let her develop as a fighter who can better 
keep her distance while wielding one of 
those. Or, if you choose, you can cast all of 
her equipment aside and direct Jade to go 
all-out with no weapon at all! unarmed 
"Fisticuffs" is an option for her as well! 


VERONICA 


Serena doesn't enter into the story all by 
herself, though — she's accompanied by her 
twin sister, Veronica! 

(what? Twin sister? Then why is this one 
so shrimpy? Well, you'll have to play the 
game to find out, 1 guess. Just know that she 
does not like to be treated like a child... 
even though she looks just like one!) 

Establishing a balanced duality in theme 
and gameplay function, Veronica comple- 
ments her sister Serena's white magic by 
wielding black magic herself. That makes 
her an offensive-focused spellcaster, firing 
off fireballs, calling lightning bolts down 
from the sky and encasing her enemies in 
blocks of ice. 

For weapons, she equips Heavy Wands — 
staffs that would seem perfectly suited to 
an adult, but which look comically large in 
the hands of a kid-sized sorceress. Whips 
are also available to her too, and like Erik's 
Boomerangs they can hit multiple foes. 


Finally, what good would any JRPG adven- 
turing party be without a curmudgeonly old 
man tagging along with all the young whip- 
persnappers and passing along sage advice 
from the good old days? Not to be confused 
with the kindly grandfather who finds our 
Hero as a baby, Rab is another elder who is 
much more active in the story... though his 
background is shrouded in mystery. 

In battle, Rab duplicates a few of the 
roles already covered by other party 
members, giving you some flexibility when 
you're making decisions for how to deploy 
and develop everyone's skills. He's a martial 
artist like Jade, and can equip Claws like she 
can. He's a spellcaster like Veronica, and 
can equip Heavy Wands like she can. And, 
like Serena, he can also tap into a wide 
variety of recovery magic. 

He's every bit an everyman . . . which is 
what any man should be by the time they 
reach his age, | should think! 


NI NO KUNI: 


WRATH OF THEWHITE WITCH 
Studio Ghibli's video game world hits the Switch! 


THE JOURNEY THAT Ni no Kuni 
has taken to arrive on Nintendo 
hardware in the West has been a 
long one. This Switch release is 
actually the third version of the 
game — the first one debuted on 
the Nintendo DS in 2010 (but only 
in Japan), and the second one was 
a greatly enhanced revision that 
did make it to America in 2013 (but 
only on the PlayStation 3). Now, the 
Switch gets a new encore on 
September 20... while simultane- 
ously, a separate remastered 
version will hit PC and Р54. It can 
never be easy with JRPGs, can it?! 
Logistics aside, Ni no Kuni is a 
beautifully animated JRPG with fas- 
cinating heroes, whimsical side- 
kicks, fantastical settings and an 
interesting narrative: After his 
mother unexpectedly passes away, 
a boy named Oliver awakens a fairy 
named Drippy, who helps Oliver 
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discover another world. The people 
he knows in his world exist in this 
other world too, as "soulmates," 
and Alicia, a sage captured by the 
evil Shadar, is the soulmate of 
Oliver's mother. Oliver acquires 
magical powers and friends in the 
new world and helps the people of 
the various towns he visits to 
recover from the evil of Shadar, all 
while seeking Alicia — and hoping 
that rescuing her might, somehow, 
bring his mother back as well. 

(The entire plot is far more com- 
plicated than that, of course, with 
plenty of twists and turns to keep 
you interested.) 

The gameplay is a lot of fun as 
well, with action-filled battles 
involving all your party members 
and their familiars — sidekick 
minions and monsters who you 
catch and train through several dif- 
ferent minigames. It's an overdose 
of charm, but also a very engaging 
game. Having it on the go, on the 
Switch, will be a treat! — BRETT 
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THE WITCHER 3: 


WILD HUNT - COMPLETE EDITION 
Geralt of Rivia greets a new audience. 


JUST IN TIME to take advantage 
of the hype generated by Netflix's 
upcoming live-action adaptation of 
its source material, The Witcher 3: 
Wild Hunt — Complete Edition will 
give Switch owners the chance to 
play one of the seminal story- 
driven games of the past decade. 
Some compromises have been 
made to squish such a big, expan- 
sive, immersive game into such a 
small package. Saber Interactive, 
who are porting the game, have 
warned of short draw distances, 
lower texture resolution and a sub- 
par 540p display when it's played 
in Handheld Mode. But those 
willing to look past any technical 
shortcomings are in for a treat! 
The Witcher 3 is widely praised 
for its nuanced story about an 
imperfect monster hunter who 
often has to deal with very real 
consequences for his mistakes. In a 
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medium dominated by bland pro- 
tagonists designed as audience sur- 
rogates, Geralt of Rivia is often 
held up as a character with real 
depth — you might not always like 
him, but that somehow makes him 
all the more compelling. 

While this "Complete Edition" 
won't feature much in the way of 
new content (the developers are 
surely too busy perfecting their 
next game), the fact that this is a 
"complete" Witcher 3 experience 
on the Switch is honestly enough of 
an achievement in and of itself. 

A word of caution, though: This 
game earns its "M for Mature" 
rating, in large part due to some 
awkward romance scenes that have 
been endlessly memeified since its 
release. While the 540p handheld 
view might not be ideal, it could be 
preferable to avoid the embarrass- 
ment of having someone walk into 
the room at the wrong moment and 
wonder what on Earth you're 
playing! - MATTHEW L. 
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DAEMON X MACHINA 


Fan feedback has refueled the final release. 


NINTENDO TOOK AN interest- 
ing step when the "Daemon X 
Machina: Prototype Missions" 
demo was released. As their first 
attempt at the mech genre, they 
decided to let players try it out for 
themselves and offer feedback via 
a survey on their website. | played 
the Prototype Missions and even 
participated in their poll, and the 
new "feedback response" trailer 
looks extremely promising! 

The demo had intense action 
and wonderful art direction, but it 
did feel a bit clunky at times. 
Scavenging parts from downed 
enemy robots in the heat of battle 
is a great idea, but it was a little 
finicky with where you could do it. 
The new trailer shows that you now 
have a lot more leeway for scav- 
enging, so you can get right back 
into the action. 

The addition of gyro aiming is 
also definitely welcome, since it will 
make combat much easier when 
you're on the move. 

The mission boundaries also 
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appear to be reworked in exactly 
the way І had wanted them to be. 
In the demo, your mech would be 
automatically flung back into the 
combat arena if you went out of 
bounds — even if it meant crashing 
directly into a boss. Now you have 
the freedom to jump back into the 
fray wherever you want (albeit with 
a limited amount of time). 

I'm also very relieved to see that 
there are now indicators for where 
enemy fire is coming from. The 
demo was extraordinarily hectic, 
and | often found myself slowly 
turning and looking around to 
discern where the threats actually 
were, but now it seems l'Il be able 
to immediately hunt down my foes 
and take the fight to them! The 
general speed improvements and 
lock-on aiming are fantastic addi- 
tions as well. 

| was eager to play the full game 
of Daemon X Machina, but the fact 
that Nintendo sought out and then 
actually made changes based on 
fan feedback has officially made 
me hyped for the final release! I 
hope they do the same for more 
games in the future. — LINDSEY 


PREVIEWS 


اک کے 


YOOKA-LAYLEE 


AND THE IMPOSSIBLE LAIR 


The ultimate skill-based speedrunner challenge? 


AS PROMISED, OUR preview 
coverage continues for the new 
Yooka-Laylee and the Impossible 
Lair! Last time we touched on the 
basics of what we're getting in this 
second adventure starring the bat 
and the chameleon, but we didn't 
get to explain just what the titular 
"Impossible Lair" is all about. 


Basically, Capital B is a braggart. 


The crooked-toothed business bee 
bad guy from the first game is back 
— and this time he's so confident in 
the security of his newly built lair 
that he's left the front door wide 
open, daring Yooka and Laylee to 
just try to make it past all of the 
traps and obstacles he's set in their 
path inside. 

That's not just a story hook, 
either! It's the gameplay reality. 
From the very first moments of the 
game, you can choose to enter the 
final level and attempt to make it 
all the way through to the big boss 
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fight with Capital B at the end. The 
catch? The Impossible Lair nearly 
lives up to its lofty name, as it is 
extremely challenging — there's no 
way a newbie would stand any 
chance going into it totally cold. 

So the rest of the game exists as 
a way to mitigate the challenge of 
the Impossible Lair. When Yooka 
and Laylee complete the other 
levels, they'll rescue members of 
the "Beettalion" — tiny bee soldiers 
who will each take one hit for the 
heroes when they take on the lair 
again. If you rescue them all, you'll 
functionally extend the dynamic 
duo's health meter to be dozens 
upon dozens of units strong! 

As someone who raced straight 
to Hyrule Castle on Day 1 with 
Breath of the Wild, this gameplay 
approach speaks to me — and I 
especially can't wait to see the 
experts in the speedrunning com- 
munity take on the Impossible Lair 
with no extra bonuses gained at all. 
Who will take it down first, and 
fastest? - LUCAS 
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DIGIMO 
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N STORY: 


CYBER SLEUTH - COMPLETE EDITION 


It’s two games in one, for double the Digimon! 


WHEN THE CALENDAR flips into 


November this year, all eyes will 
turn to Pokémon. That's why the 
quick-thinking bigwigs over at 
Bandai Namco are going to beat 
them to the punch by publishing a 
new Digimon game in October! 
Well, new to the Switch, at least. 
Digimon Story: Cyber Sleuth first 
debuted in Japan in 2015, then 
made its way to America in early 
2016 with a dual release on Р54 
and Vita. In it, you play as an 
amateur hacker who gets drawn 
into the Digital World — though not 
the same one first featured in the 
classic Digimon animated series 
from years ago. Instead, this is a 
kind of virtual reality version of the 
Internet called EDEN, and Digimon 
abound there. You can find and 
capture them to assemble a team, 
but it's no happy-go-lucky monster 
catching quest. Rather, your task is 
to restore your own body, because 
trying to log out of EDEN the first 
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time you left somehow changed 
you into a half-digital being! Ack! 

That's just the setup for Cyber 
Sleuth, though. This Complete 
Edition release also contains a full 
second game! It’s Digimon Story: 
Cyber Sleuth — Hacker’s Memory, 
and it first hit Vita and PS4 in the 
States early last year. So it's a 
much more recent release! 

Hacker's Memory takes place at 
the same time as the first game 
and shares the same setting, but its 
story and characters are all new. 
The protagonist in it is Keisuke 
Amasawa, a boy whose EDEN 
account has been stolen — and he's 
been accused of a crime he didn't 
commit thanks to the work of some 
unknown identity thief. He decides 
to become a hacker to clear his 
name and track down the person 
ruining his life. Also, of course, 
Digimon help him along the way! 

With fan reception for Sword & 
Shield being more muted than the 
Pokémon brand is used to, perhaps 
the Digimon have a chance to score 
some extra sales! — LUCAS 
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CONTRA: 


ROGUE 


CO R PS The right to arm bears. 
6 


CASTLEVANIA ISN'T THE only 
Konami franchise taking five in the 
green room — Contra has also been 
awaiting its cue to reappear on- 
stage for years. Tremors of a fresh 
chapter in the premier run-and-gun 
series could be felt heading into E3 
2019, culminating in the reveal of 
Contra: Rogue Corps during the 
Nintendo Direct — though you'd be 
forgiven for not immediately recog- 
nizing it as a Contra title. 

Sporting rough texture work, 
eye-gouging colors and a top-down 
isometric perspective reminiscent 
of the casually disregarded Neo 
Contra and the outright reviled 
Contra: Legacy of War, Rogue Corps 
has not left the most sterling of 
first impressions. And with the rev- 
elation that weapons can overheat 
— in a series all about never letting 
go of the "fire" button — even I had 
trouble mustering any excitement! 

But I’ve slowly started coming 
around to the game's bizarre 
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charms. The playable cast — a 
ragtag assembly no doubt inspired 
by the other "Corps" entry, Contra: 
Hard Corps - consists of a cigar- 
smoking beefcake with a drill arm, 
a lady assassin doing a Krang 
impression by having an alien 
fused to her belly, a cyborg panda 
bear and a six-foot-tall, upright- 
walking bug with cultured elocu- 
tion. Introduce them in a trailer 
that plays "We're Not Gonna Take 
It" by Twisted Sister, and you've got 
a game that leans hard into the 
tongue-in-cheek camp that Contra 
has merely flirted with on occasion. 

(By the way, the panda? His 
name is Hungry Beast. Thought 
you'd want to know.) 

Alongside couch and online 
со-ор comes a series first: a team 
versus mode with up to eight com- 
batants at once. PvP!? In a Contra 
game!? My curiosity is piqued! 
Maybe yours will be too by the time 
Contra: Rogue Corps attacks the 
Switch aggressively on September 
24. - TONY 


BURGERTIME PARTY! 


Too many cooks in the kitchen! 


HAVE YOU EVER had your own 
idea for a video game? Of course 
you have. We all do. But have you 
ever taken things a step further, 
and tried to make your dream 
game become a reality? Maybe you 
taught yourself how to program, or 
reached out to share your idea with 
someone who already knew how. 
Maybe things actually developed 
further from there! 

Ladies and gentlemen, I’m very 
pleased to present to you all the 
new BurgerTime Party! 

It was all my idea. 

Two years ago, when the Switch 
had hit its stride just a few months 
after its launch and studios around 
the world were jumping in left and 
right to get in on the action, | got in 
touch with a development team to 
try to get the ball rolling on an idea 
I'd had: a four-player BurgerTime 
party game played with Joy-Cons. 
The license for the series was avail- 
able at the time, and the team that 
I'd contacted loved the concept and 
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all the burgers within 


actually did get the ball rolling 
toward making it happen. 

But, unfortunately, | don’t think 
you'll see "Lucas M. Thomas" in the 
credits of this one. I think this is a 
case of coincidental timing, with 
someone else having the same idea 
at around the same time — because 
G-Mode is the developer here, not 
the other studio that | had reached 
out to. 

Oh well! Maybe I played some 
role in just sending the vibe of the 
idea out into the world, and the 
end result is the same: We get to 
play a four-player BurgerTime 
party game with Joy-Cons! 

In BurgerTime Party! you'll be 
able to assemble a team of four dif- 
ferent Peter Peppers to coopera- 
tively put together gigantic burgers 
in an updated take on the arcade 
classic from 1982. Or, alternatively, 
you can take control of the enemy 
Characters to try to stop the chef 
from completing his orders! 

The party begins October 1. And 
yes, | will happily autograph your 
copy of the game if you like... 
(What, no takers?) - LUCAS 
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SPYRO RE 


PREVIEWS 


IGNITED 


TR | LOGY One redone dragon. 


OUR GOOD OLD purple pal is 
back! 

Spyro the Dragon has a long 
history of appearances on Nintendo 
hardware, as every single entry in 
his series beginning in 2001 and 
continuing on into the years that 
followed has been released on 
either a Big N portable or home 
console. He had several games on 
the Game Boy Advance, a couple on 
the GameCube and even a DS title 
in his original continuity. Then the 
reboot "Legend of Spyro" series 
rolled out starting in 2006, and it 
played out across the GBA, DS, 
Cube and Wii. And then Skylanders 
was a thing up until just a couple of 
years ago, and it had Spyro-led 
entries that made it all the way into 
the current Switch era — the last 
one of those, Imaginators, was a 
Switch launch title on March 3, 
2017. 

So we've had a lot of Spyro. 
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But Nintendo players never got 
the original trilogy! For all the 
purple dragon adventures that 
came our way after 2001, to this 
day Nintendo loyalists have had no 
way to play the first three Spyro 
games that debuted as PlayStation 
exclusives starting in 1998. But 
now, at long last, the original Spyro 
the Dragon, Spyro 2: Ripto’s Rage! 
and Spyro: Year of the Dragon are 
all finally making their way into 
Mario’s neck of the woods by way 
of the remastered versions of each 
one that are present within the 
Spyro Reignited Trilogy. 

This three-game compilation is 
coming in hot, hitting store shelves 
on September 3 — it may perhaps 
even be there already depending 
on how quickly the postal service 
got this issue into your hands. It’s a 
bold, fully re-engineered spin on 
old-school Spyro that was widely 
praised when it came first to PS4 
and Xbox One last year, so you can 
probably buy with confidence. But 
we'll have the official NF review for 
you next time, too! - LUCAS 
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| CALLED IT. 

Well, OK, not exactly. But two 
issues ago І penned a preview for this 
new remake of Link's Awakening in 
which | speculated that its blocky, one- 
for-one re-creation of the island of 
Koholint could be laying the ground- 
work for a "Zelda Maker" in the future. 
(Some fans had complained that this 
remake was being a little too faithful 
to its source material, you see, and I 
was keen to provide a possible reason 
for the decision.) 


And I called it! Sort of. Just about a 
month after NF #39 was all wrapped 
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'Dampe 
” f Hey there. Company's always welcome. 
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up, Nintendo showcased the game in 
more detail at E3 and confirmed that 
"Zelda Maker" is kind-of-sort-of 
already happening now, as a new part 
of Link's Awakening! It's not a stand- 
alone game, and it's not the kind of 
Mario Maker-like interface | was pic- 
turing to allow players to place objects 
into an overworld one at a time, but it 
is another solid stepping stone placed 
on the pathway toward such a game, 
should that still be something that's 
being considered for the future. 

It's the Chamber Dungeon! A way 
for you to build your own underground 
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HE LEGEND OF ZELDA: 
NK'S AWAKENING 


labyrinths in good old traditional top- 
down Zelda style. We touched on it 
just briefly last time, but as it's the 
biggest new feature being introduced 
in what is otherwise shaping up to be 
a straightforward glow-up of the old 
adventure, we wanted to give it more 
time and attention this time around. 
Dampé is your host for this new 
way to play. Originally introduced in 
Ocarina of Time in 1998, he's somehow 
time-traveled back into 1993's Link's 
Awakening to teach our tiny hero how 
to assemble dungeons one room at a 
time. And that's how it happens: You 
get a grid of empty squares to work 


with as a framework, and then you 
piece together a dungeon, chamber by 
chamber, until you're satisfied with 
your creation or you've filled up every 
possible position. 

The rooms you'll use to build your 
own dungeons are earned by clearing 
the normal dungeons throughout the 
quest's standard story — so, at first, 
you won't have a whole lot of options 
to work with. Get toward the end of 
the tale when you've got six, seven or 
eight dungeons under your belt, 
though, and you'll find your array of 
choices to be vast indeed. 

Because the rooms you use are 
drawn from the existing dungeons, the 
Chamber Dungeons you build will end 
up looking like a patchwork of varying 
visual styles — Link will dash from a 
Tail Cave chamber into a Bottle Grotto 
room into an Eagle's Tower hallway 
one after another. You're free to 
arrange them however you wish, but 
there are a few rules that Dampé will 
demand that you follow. 

First, obviously, every dungeon 
must have an entrance. Second, each 
one must culminate in a boss battle, 
so a Nightmare Chamber has to be 
placed somewhere in the map as well. 
After that, though, you just need to 
line up doorways to make sure the 
whole place is properly navigable — 
the menu assisting you in your con- 
struction efforts helpfully organizes 
your available rooms into categories 
based on how many doors they have, 
then further separates them into 
those with exits that face north, then 
south, then west and east. 

Actually, the whole process is kind 
of like piecing together a puzzle! You 
can place chambers willy-nilly at first, 
but you might paint yourself into a 
corner, so to speak, if you aren't 
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mindful of how each doorway is going 
to connect to the next. 

What's more, you'll have to contend 
with locked doors and Small Keys! If 
you want to lock players out of a room 
temporarily, you can, but then you 
must place a room with a treasure 
chest elsewhere so that they have a 
chance to find a key to open it up. 


Dampé will challenge you to piece 
together Chamber Dungeons of 
various configurations and adhering to 
different limitations, and once one is 
all done, you'll be tasked to dash 
through it and see how quickly you 
can clear it from start to finish. Then 
you can challenge your friends to see 
if they can beat your best times! 


You got a small key! It can open a 


locked door. 
© 01:12.04 


Sadly, though, it seems such friend 
challenges will have to happen locally. 
In person. There's no indication that 
this mode will have any kind of online 
component, so you won't be able to 
share your Chamber Dungeon master- 
pieces with the world the same way 
you can with stages you make in Super 
Mario Maker 2. Alas! 


Even still, this should be a cheerful 
addition to what was already sure to 
be a wholesome return to a legendary 
Legend of Zelda adventure. And, if 
we're really lucky, Nintendo may very 
well continue further down this same 
road and give us an actual Legend of 
Zelda Maker standalone game at some 
point in the future! - LUCAS 
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DEBAIE 


ITS BRAINSTORMING TIME. It isn't enough to just 
point out that Dragon Quest has had some problems 
finding a foothoold in the Western world over the last 
few decades — we need to offer some solutions! So 
four members of the NF team are here to collectively 
put themselves in the shoes of the Square Enix mar- 
keting squad. What's it going to take for Dragon 
Quest to succeed in the West? 


My biggest beef with Dragon Quest is how over- 
whelming it is to immerse yourself in the world. 
Should a new player track down the now-expensive 
four NES games? They couldn't have downloaded any 
on their Wii. Maybe they got the Game Boy Color 
versions? The remakes on the DS or the 3DS? 

I'm surprised there isn't a compilation set like 
Mega Man had. "Dragon Quest: Legacy Collection." 
They'd likely need to split it up into multiple install- 
ments, but it could be a great introduction, especially 
if they add modern conveniences that reduce the 
grind necessary in the older games. Maybe even add 
in some of those quirky offshoot games as extra 
bonuses. Everything else is getting compiled and 
released, so what's the hold-up? I’ve already fallen in 
love with the art style and am familiar with several of 
the reoccuring monsters. | just need a kick in the 
pants to really commit. 

Well, that and a load of free time. Because these 
are RPGs we're talking about! 


While Dragon Quest has pulled solid sales numbers 
with some of its more recent titles (such as DQVIII, IX 
and XI's first release last year on Р54), this question 
feels like it's asking how the series can approach the 
heights of monstrous success it enjoys in Japan. 
Pokémon levels of money! 

It's tricky to answer because one of the most 
endearing things about DQ is something that's going 
to hold it back in the States — its focus on tradition 
and nostalgia. Japanese gamers grew up with Horii's 
storytelling, Toriyama’s art and Sugiyama's music, 
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and each new game in the series is careful to keep 
these elements pure to the point where playing new 
installments is like being wrapped in a quilt of 
pleasant familiarity. 

For the relatively few gamers in the States who've 
followed the series' more scarce American releases 
since the NES (like me!), this is a winning combo. But 
to convince the modern RPG fan that turn-based 
battles and leisurely pacing still have a place in this 
world... well, that might require breaking tradition. 
And would it still be Dragon Quest at that point? 


| think you're on to something, Matt. New fans in 
Japan aren't intimidated by how huge the series is, or 
fears about not knowing where to start, because the 
series is an integral part of their culture. The release 
of a new Dragon Quest is bigger than the Super Bowl 
there. It’s an event people take the week off from 
work for. It’s a shared experience which, over time, 
has woven itself into the psyche of millions. 

It didn't start that way though. At first, the reason 
people in Japan took to the series was the art and 
character designs by Akira Toriyama — the creator of 
Dragon Ball, a comic series that Japanese folks young 
and old had grown to love in the "805. In short, 
wherever Toriyama went, people would follow, even if 
that meant taking a risk on an adaption of the 
Western Dungeons & Dragons craze. 

Of course, when Dragon Quest was first released 
outside of Japan in 1989, few in the West knew who 
Toriyama was. Anime hadn't gone mainstream here 
yet. DuckTales and Teenage Mutant Ninja Turtles 
were our top-rated cartoons, and if you didn't look 
like them, you would have a tough time fitting in — 
and that's not just speculation. There actually was a 
Dragon Quest cartoon that aired in the United States 
back in 1990, and it was a ratings disaster. 

But that was 30 years ago, and thankfully, 
American animation audiences are a lot broader and 
more accepting now. Dragon Ball still isn't quite as 
big here as Star Wars or Spider-Man, but it's got more 
than enough of an audience to make hits happen. The 


RAGON QUEST 


recently released Dragon Ball Fighterz game for 
Switch is just one example. It sold like hotcakes, in no 
small part because of how well it replicates 
Toriyama's signature drawing style. 

Dragon Quest, on the other hand, has gradually 
moved away from focusing on Toriyama's strengths. 
Though he still designs characters for the games, his 
work is now filtered through a CGI lens that dilutes 
many of his style hallmarks. At first glance, many 
Dragon Ball fans might see Dragon Quest XI in action 
and not even notice that the manga and the game are 
from the same artist. 

So if Square Enix wants to make Dragon Quest a 
hit here, | think they'd have to start there. Make 
Dragon Quest XII look as close to real Toriyama art as 
possible. Give the lead more of a Goku look. Maybe 
even throw in a Chrono Trigger cameo or two. They 
could also do more to lean into the franchise's 
Dungeons & Dragons inspirations, as Stranger Things 
has helped to make pen & paper RPGs cool again. 
Once new players actually dig into the series, they 
are sure to love it for what it is, but they won't likely 
take the leap necessary to start unless they are 
reminded of something else they already love. 


unfortunately, Matt's right that Dragon Quest would 
stop being Dragon Quest if it fundamentally changed 
to suit Western tastes. In many ways, the series goes 
against what a lot of Western gamers want these 
days. Personally ! love it for that, but that does mean 
this will be an uphill battle. 

Growing up alongside the NES in America, I’ve 
heard the same demands resurface over the years. 
"Games need to be grim! Games need to be violent!" 
"You can tell this game is truly mature because it's 
hyper-realistic and its color palette only features grey 
and brown!" "Ideally someone has to die in a shower 
of blood and every character needs to swear non- 
stop!" "Oh, also, the fate of the entire universe has to 
rest on the shoulders of a brooding anti-hero who 
actually doesn't care about anyone!" And hey, I love a 
great over-the-top galaxy-exploding gorefest as much 


as the next guy! The thing is, І also love a simple story 
about a hero just having fun beating a villain with the 
help of a wacky cast of characters. There's room for 
both kinds of games, but a lot of people just don't see 
it that way. 

The quickest way for Dragon Quest to catch on in 
the West would be to angstify the characters by 
300%, kill off half of them, then have the hero look 
directly into the camera and say, "But what if we were 
the villains and we've been destroying the true 
heroes the whole time?" It'd be a huge success... 
but it also wouldn't be Dragon Quest. 

So how do we sell this series while allowing it to 
keep its identity? Perhaps the key would be to 
harness the positive things the West wants in a game. 
Maybe have a game with a huge, open world and 
allow the series' signature vignettes to play out in the 
towns that you stumble upon. The vignettes are 
pretty self-contained, so it'd work! 

As much as I love DQ's character art, a more 
diverse party would probably work wonders for its 
marketability overseas. Toriyama has fans worldwide, 
so why not reflect that in the next game's cast? 

I think focusing on aspects like these could really 
catch our collective eye, all while letting Dragon 
Quest's strengths shine through. 


Brett brings up a viewpoint that's unfortunately 
common with United States gamers, through no fault 
of their own. The original Dragon Quest game (or 
"Dragon Warrior," as it was known) showed up years 
late over here, was almost immediately overshad- 
owed by the more technically impressive — and 
punctual — Final Fantasy, and could never quite 
regain its footing in that first era, even with strong 
entries like DQIII and IV. When RPGs started building 
up steam on the SNES, we missed out on DQV and VI 
entirely, and once Final Fantasy VII finally made RPGs 
mainstream in America, DQ avoided the elements 
that made Cloud and company popular (the steam- 
punk setting, a more adult-anime tone and those 
newfangled FMVs) and stuck to its guns with DQVII. 
It's intimidating to jump right into a long-running 
series, especially when they're all massive RPGs! 

Lindsey's point about adding a few elements that 
may appeal to Western audiences made me realize 
they're sitting on a big potential moneymaker: 
Dragon Quest X! MMOs are still pretty big over here, 
and can be a huge way to make a game relevant for 
years. Plus it's already on the Switch, and bursting 
with content! Just localize that sucker (dare | suggest 
renaming it "Dragon Quest Online" over here?) and 
give it the necessary push. | could see it becoming a 
breakout hit. 

Let’s not forget that Nintendo’s already taking a 
couple major steps in getting more gamers to try the 
series: DQ XI S looks to be beefed up from the 
original in a ridiculous number of ways, to the point 
where "Definitive Edition" is almost underselling it. 
And they’re backing it up with marketing muscle, 
from numerous Direct highlights to . . . well, perhaps 
the biggest trump card of all: a Smash Bros. charac- 
ter! Could The Hero's inclusion spark a renewed 
interest in the series, similar to what Marth did for 
Fire Emblem? 


The impetus to try something new with the series is 
baked into the announcement of The Hero for Smash 
Bros., but I'd be pretty turned off by a watered-down 
rehash that plays to the West. If the Square side of 
Square Enix knows anything, it's how to repackage a 
game. The Final Fantasy library is on everything from 
phones to the Switch, often with tweaks, improve- 
ments and even some missteps. But they're here for 
you to try any way you like. It seems like Dragon 
Quest has been in the Disney Vault or something, at 
least when it comes to traditional consoles. Now 
would be the perfect time for a blitz of content. Get 
those legacy games off of just iOS and Android. 

Maybe DQX is the way to go for some, but when FF 
went online, that's when they lost me. It felt like a dif- 
ferent formula fit for an IP other than FF. І haven't 
played much DQ beyond the NES, but I'd love to 
replay and discover where the series has gone, and 
it'd be best on Switch due to portability. 


Switch ports of the entire DQ series would be great! 
Though really, they'd need to be direct ports and not 
have the unnecessary "upgrades" that a lot of re- 
releases get. This raises an entirely new question, 
though: Would a newcomer really have the patience 
for, say, the NES titles? The rules and randomness of 
old JRPGs might be nostalgic and fun for us, but 
they'd probably feel arbitrary and frustrating to a 
new player who just came aboard after finishing a 
more intuitive modern game. 

Perhaps the NES and SNES games could be given 
the museum treatment, showing off their historical 
importance by being released in a collection that 
focuses on helping players through the challenges. 
Maybe a comprehensive virtual strategy guide could 
be accessed at any time during gameplay. A fast- 
forward feature would also be a nice option for 
players who don't want to spend hours level grinding. 
Additions like these could ease someone into the dif- 
ficulty and really let the series' personality shine 
through. And hey, purists could simply ignore these 
add-ons. It'd be the best of both worlds! 

Speaking of personality, it'd be worth it to 
consider how the series could be advertised. People 
really love bite-sized nuggets of pop culture, so 
maybe an ad campaign could feature especially silly 
DQ screenshots out of context, or humorous summa- 
ries of the games' plots. Never misrepresenting the 
series, but rather showcasing its unique charm as 
concisely as possible. Unlike a lot of JRPGs, Dragon 
Quest's stories are very accessible and don't involve 
convoluted time-travelling heart-stealing friendship 
powers that may or may not work depending on 
which of your memories the villain erased. | think if 
more people knew that, they'd be much more inter- 
ested in joining the fun! 


Lindsey, your use of the phrase "bite-sized nuggets" 
immediately made me think of Octopath Traveler, and 
how a new Dragon Quest of that size and scale might 
be the perfect way to get people to try out the series. 
Square Enix has already tried to chase Western 
trends with the Minecraft-like Dragon Quest Builders 


series, and the results have been well-received — 
Builders 2 has already surpassed the million mark. 
Even still, Octopath sold better, even causing stock 
shortages of its physical copies at launch. A new 
Dragon Quest in that style would be a great way to 
showcase that Toriyama artwork I keep harping on. It 
could also make its way to mobile pretty easily, 
though that arena is pretty crowded these days. The 
Switch eShop is pretty packed as well, so this hypo- 
thetical game could use a hook to help it stand out. 
Maybe if it starred the Dragon Quest Slimes in an 
interesting way? In Japan, those little suckers are as 
recognizable as Charlie Brown, and I don't see why 
they couldn't have the same mass-market success 
here too. They just need the right vessel. 


Well, making "slime" is huge among all kids right now. 
Just throw a kit together with little Mr. Potato Head 
pieces for a DQ Slime and you have a money maker! 
They could even do all the varieties (though I don't 
see many parents being OK with actual metal slime). I 
think the monsters are the strongest part of the 
series, too. Blind-boxed figures are also huge. Marry 
the two and they're in the minds of a new generation. 
Then introduce QR codes for goodies in a new/old 
game and you're golden! They just need to research 
and then game the system a little to break out! 


That's such a good idea, Brett. It would work perfectly 
if released in conjunction with the new Slime-focused 
line of Dragon Quest children's books that were just 
announced for Japan. 

Then there's also the new Dragon Quest CGI movie, 
which looked really promising (at first). The question 
is if Square Enix should try to release it and market it 
outside of Japan or not. Ever since the company 
became more enamored with realistic graphics, it 
seems like they are even less inspired to trumpet the 
praises of Dragon Quest to Western audiences. The 
fact that they gave Final Fantasy: The Spirits Within 
an all-star Hollywood cast, but leave poor Dragon 
Quest in the dust more often than not, still inspires 
me to make a sad, scrunched-up face of frustration. 

Please un-scrunch my face, Square Enix! Prove my 
pessimism wrong! Doing so would make me and 
millions of would-be Western Dragon Quest fans very 
happy. 
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He got his own game оп the Virtual Boy іп 1996: Nester's Funky Bowling. Later that same year, he appeared as one of the 
A NINTENDO playable pilots of Pilotwings 64, attempting to hide his identity by using the name “Lark.” But did you know that Nester — 
POWER COMIC famously known as the mascot of Nintendo Power Magazine through its earliest era and his starring role in the Howard & 


Nester comic series that ran in each issue - actually made his in-game debut in the '80s? Indeed! That self-assured, game- 

obsessed, advice-averse punk kid somehow got himself stuck inside the original Dragon Quest! When Nintendo was helping 

DRAGON WARRIOR to localize it as Dragon Warrior, there must have been a lot of cross-pollination with the team responsible for publishing NP, 

NES, 1989 because several NPCs throughout the game talk about Nester, asking The Hero if he has seen him. Then, if you play long 
enough, you'll discover him near the end of the quest! (Howard made a cameo too, if you can believe it.) - LUCAS 


TO INTRODUCE DRAGON QUEST TO THE WEST 


Though the series didn't catch on immediately in America, it wasn't due to any lack of effort! 


THE VERY FIRST issue of Nintendo Power predicted 
the problem we've been pondering in this edition of 
NF, over 31 years later. Seriously — I had to double- 
check myself to make sure І was remembering things 
correctly — but on Page 92 of NP #1, in the inaugural 
edition of the "NES Journal" section, the opening 
article was a piece covering the launch of Dragon 
Quest III in Japan. It wasn't a long write-up, so I'll 
reprint its text in its entirety here: 


Interesting indeed, Nintendo Power. You called it 
right, right from the start. 

That first NP issue was published in the summer of 
1988, and Dragon Quest III wouldn't be released as an 
English-language NES title until nearly four years 
later, in March 1992. Perhaps the franchise's early 
fortunes might have been different if Enix had just 
jumped straight to localizing it to launch the series in 
the West? But they didn't, of course — they decided to 
rewind back to the first Dragon Quest from 1986 to 
begin from the beginning with the series in the 
States. So it was that the renamed "Dragon Warrior" 
launched in America in August 1989. 

... It flopped. 

Not due to any mistakes made by Nintendo Power, 
though! As the major marketing arm of the company 
back at that time, Nintendo Power's prominent place- 
ment of previews and feature articles were the best 
way to get new games in front of the eyes of potential 
customers — and they really tried their best to make 
Dragon Warrior a can't-miss release. 

Issue #5 mentioned it just briefly, but then #6 had 
a dynamic two-page spread hyping up the game with 
an incredible piece of artwork depicting The Hero in 
battle with a dragon across half of one page. It tried 
to grab readers' attention with such bold assertions 
as 

, it was 
and 


ONE OF A PAIR! 


THE PACK-IN MAP 


We don't have the space to reprint both, but Nintendo Power put out two different complete world maps covering 
the entirety of the explorable land of Dragon Warrior in order to entice players to want to, well, explore it! This 
one was the second of the set, packed in alongside the free copies of the game sent to new NP subscribers in 
1990. Oddly enough, I just noticed a continuity error when looking back on it now, three decades later: The image 


in the upper-left corner was a piece of promo art for Dragon Warrior 11 — not the original game! Oops! 


The PR push was just getting going, though. NP #7 
dedicated 12 full pages to the game, each of them 
packed with big, bold artwork. A walkthrough of the 
opening moments of the game was included. Strategy 
tips for how to approach the turn-based battles. 

There was more! NP #8 had another preview that 
extended the walkthrough across eight more pages. 
Then NP #9 went so far as to publish a completely 
separate Dragon Warrior Strategy Guide that was 
stapled inside the issue, but could be removed to be 
read as a standalone 36-page tome of pure hype (and 
the marketing team's prayers). NP #10 made Dragon 
Warrior the focus of the Howard & Nester comic — a 
truly coveted position. 

. . None of it worked! The game still flopped. No 
amount of magazine marketing could overcome U.S. 
gamers' unfamiliarity with RPGs, it seemed, and 
Dragon Warrior cartridges languished unsold on store 
shelves. Nintendo, who had published the game in 
America, was left with thousands upon thousands of 
copies of a game that no one seemed to want. 

Many of you know where the story went next! The 
next year, in what is still the wildest promotion ever 
run in the history of video game magazines, Nintendo 
Power decided to give copies of Dragon Warrior away 
for free to anyone who signed up for an NP subscrip- 
tion. It was insane! NES games were not cheap to buy: 
Adjusting for inflation, the value of getting one for 
free in 1990 would be equivalent to someone handing 
you $125 out of their wallet today. 

And gamers finally took notice. Mailed ads and TV 
commercials both promoted the giveaway, reaching 
out to literally millions of potential NP subscribers. 
The response was nearly as massive: Reportedly at 
least 500,000 new subscription orders and existing 
subscription renewals came in, and half a million 
homes were blessed by the gift of a brand-new game 
in the mail. 

But the Nintendo Power team wasn't done yet! 
Getting a Dragon Warrior cartridge alone would have 
been more than generous, but it came accompanied 
by an avalanche of even more printed materials to 
promote the adventure and help the hundreds of 
thousands of new Heroes to succeed on their quests. 
The map pictured at left was part of the package, and 
it unfolded into a wall poster that surely earned a 
place of honor in many early '90s gamerooms. And 
then the Explorer's Handbook was included too — an 
invaluable 64-page full guide to the entire game. 
There was almost no way players could lose with all 
that help provided to them. 

... It worked. Finally! It was a Herculean effort to 
make it happen, but the Nintendo Power free game 
giveaway finally pushed Dragon Warrior into a status 
of enough success that Enix then felt comfortable 
continuing to localize the rest of the 8-bit adventures 
— as Dragon Warrior Il, IIl and IV in the years that 
followed. NP helped to hype up each of them as well, 
but not to nearly so great a degree since it was Enix 
publishing those installments, not Nintendo. Though 
it would have been poetic for them to come full-circle 
for ! — LUCAS 


THE STRATEGY GUIDE 


Dragon Warrior hit store shelves in the United States in August 1989, 
and with Nintendo Power's coverage leading up to the launch, Nintendo 
of America must have felt assured that it would sell well. When it didn't, 
you could almost hear the panicked boardroom conversations echoing 

across the country, "What do we do? This game is bombing . . . hard! 
We invested so much time and effort in this one! Do something!" And so, 
months later in the middle of the November/December 1989 issue came 

the 36-page Dragon Warrior Strategy Guide, a clear last-ditch effort to try 
to get existing NP readers to want to buy a copy of Dragon Warrior before 
the year came to an end. And you know? I'm sure it helped, as it was the 
biggest standalone extra item NP had ever created up that point, as the 
team had not yet stepped into the world of full-scale, magazine-sized 
strategy guides. (This was the first step in that direction, clearly.) Today, 
this guide is sought after as a treasury of incredible artwork! 
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THE EXPLORER'S HANDBOOK 


What | find truly amazing about this whole era of trying to promote 
Dragon Warrior is how much the Nintendo Power team didn't reuse from 
one publication to the next! When the Explorer's Handbook was made less 
than a year after the Strategy Guide, it featured totally new page design 
and completely new artwork for every weapon and item in the game! The 
amount of extra effort that went into all this boggles my mind! 


The Treasure Chests 
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CHARACTER PROFILE 
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FIRST APPEARANCE 


The first foe — and still the most famous - in all of Dragon Quest! RN O 


As the first-ever enemy encountered Slimes got their very own spin-off The Slime joined a cast of all-stars — Slimes stand tall even above the 
in the first game in its franchise, the series! And it had three different including Mario and his friends — in Goombas of the Mushroom Kingdom 


Slime instantly became an icon! installments! the party game Fortune Street! as the most beloved and recognized 
= RES i common enemy in all of video games 
Al 


in Japan. Over 33 years, they have 
become absolute legends. 
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There's no doubt that Slimes will 
continue to represent all things 


unfortunately, as the first foe, the In Dragon Quest VII, the heroes could A Slime serves as an important char- Dragon Quest for many more years — 
Slime was also the weakest. Even in choose to become Slimes . . . but acter in the new DQ movie... but the even decades — to come. As long as 
groups it would get stomped! doing so came with major stat losses. movie is still reportedly terrible. the brand exists, so too will Slimes! 
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It's one of the most enduring memories Since Slimes have far too many notable moments within their Most recently, the arrival of The Hero as the newest fighter 
of the 8-bit ега... players stepped out own series to properly catalog here, let's just use this space to in Super Smash Bros. Ultimate has also meant the arrival of 
into the wild beyond the safety of the point out another notable time a Slime has crossed paths with Slimes in that most famous crossover franchise! You'll see 
starting castle for the first time, took a Nintendo's first-party characters. Mario Sports Mix contained the them pop up in the background of the Yggdrasil's Altar stage 
few steps and then wham! A Slime drew most dynamic cameo, as a Slime was a fully playable character, and when The Hero performs a Down Taunt. Also, there's a 
near. What would your Command be? able to go toe-to-uh, glop? against even the mighty Waluigi! new Slime Hat available for Mii Fighters to wear! (It jiggles!) 
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A SMASH MOVESET! 


ALAN, IS THAT YOU? 


Even during long stretches of time when the Dragon Quest 
brand wasn't being too active in America, a cheerful, smiling 
Slime still regularly greeted the readers of Nintendo Power. 
Why? Because one of NP's editors was notoriously camera- 

shy! Alan Averill was reluctant to have his actual face 
depicted in the pages of the publication, so any time his 
image was called for, the graphic designers would swap in a 
picture of a Slime instead. Even after Mii characters were 
introduced and Alan could have been depicted as a digital 
avatar like everyone else, the use of the Slime picture 
persisted. (Alan even left the NP team for a dif- 
ferent job at one point, but when he came GELATIN-ESQUE 


back, his smiling Slime was waiting!) BODY OF GLOOP 
(BUT ALSO 
SOMETIMES 
METAL?) 


While we know now that it didn't work out this 
way, before The Hero was confirmed for Smash, 
some fans — including our own Matthew Taranto 
— thought the Slime would make a great fighter 

in the playable cast! He did a whole video to pitch 
his concept for how it would work, so check it out 
at TinyURL.com/SlimeSmashMoveset. 


SLIMES IN ALL SHAPES, SIZES, COLORS & CAPABILITIES! 


The plain blue blob is just the first of many, many different Slime varieties! Dragon Quest games have expanded the Slime line dozens of times over the years, 


and now you might encounter a Healslime, a Bubble Slime, a King Slime, a Slime Knight, a Muddy Slime, a Dark Slime . . . even one made of chocolate! 


RETRO 


WARP ZONE 


What Nintendo Power was writing about way back when. 


READERS OF THE 64th issue of Nintendo Power 
(September 1994) had little time to prepare them- 
selves, as Mortal Kombat II was on the way. A 
striking image of Scorpion and a dragon (Liu? Is 
that you?) on the cover preceded a whopping 10 
pages of blood-soaked coverage — no sweat here 
this time, folks. 

Other Super NES titles covered included Super 
Bomberman 2, Pocky & Rocky 2, Blackthorne, 
Aerobiz Supersonic, Shien's Revenge and the Super 
FX Chip-powered transforming robot game, Vortex 
— plus Sports Scene for good measure, while The 
Days of Mana concluded with one final 12-page 
spectacular. On Game Boy, it was Morphin Time as 
the Mighty Morphin Power Rangers flipped onto the 
scene. Alternatively, you could go to Taz-Mania for 
some Christmas Island Capers. 

As alluded to on the cover, this issue's special 
features turned the power up to Ultra — Nintendo 
ultra 64, that is! The legendary Killer Instinct — an 
arcade fighting game collaboration between 
Williams/Midway, Rare and Nintendo — saw an 
exclusive six-page reveal, featuring character 
renders and screenshots aplenty that might have 
skewed expectations for Nintendo's next console 
somewhat. On a related note, The Making of Donkey 
Kong Country showed, over the course of four 
pages, how Rare used the same Silicon Graphics 
workstations to elevate what could be achieved on 


the Super NES (plus, DK and Diddy got to share this 
issue's poster with Pocky & Rocky). 

Winners of this issue's Player's Poll Contest 
would not only get to go out to Bristol, Connecticut 
to watch a live broadcast of ESPN's SportsCenter 
and meet Chris Berman, but also take home Sony 
Imagesoft's complete lineup of ESPN titles. And if 
you only came in second? You'd get an official ESPN 
sportscaster's jacket and hat, plus the aforemen- 
tioned games. 

Speaking of winners, Super Metroid sent NBA 
Jam down to #2 as it reclaimed the top spot in the 
Top 20. Wario Land: Super Mario Land 3 and The 
Legend of Zelda held firm to the top spots on the 
Game Boy and NES, respectively. 

Closing things out in Pak Watch were previews of 
Final Fantasy III (a.k.a. VI), The Adventures of 
Batman & Robin, The Lion King, Sparkster, Virtual 
Bart and Pitfall: The Mayan Adventure, among 
others. We also got to read a bit about the DigiPen 
Applied Computer Graphics School located in 
Vancouver, British Columbia. 

Finally, an ad for PowerFest '94 said it's coming 
to a city near you! "You have no excuse. It's totally 
free," it exclaimed . . . provided you lived in or near 
one of the 19 cities in 12 states that they'd be 
visiting. If you were so lucky, then you had a shot at 
competing to become the next Nintendo World 
Champion at SeaWorld in San Diego! - DAVID 


MORTAL 
ШЙ 


Unedited. Uncut. Unbellevable. 


NP-EXCLUSIVE ART, TAKE 2 


After poking fun at the somewhat goofy Street Fighter art in NP #62 last time, we thought it would 
only be right to highlight some of NP's best original art in this edition. As a refresher, from the very 
beginning, Nintendo Power complemented the use of official assets from video game developers 
(their own and third parties) with additional art that was wholly original and unique to the publica- 
tion. This ranged from their eye-catching covers (such as the Mortal Kombat II piece above) to the 
myriad comics featured over the years, and even in the margins of their reviews, guides and other 
articles. Some of it was, to be quite blunt, not very good — the Robot Masters shown alongside the 
coverage of Mega Man 4 back in NP #32 аге a great example, especially when compared to the 
likes of the tremendously improved art featured in the massive Mega Man feature only a year later. 
Other illustrations were odd, such as, again, the Super Street Fighter ІІ art seen last issue. And 
then there's art that could almost be described as transcendent. Featured in The Days of Mana 
article series was art (like the two pieces seen here) from Katsuya "Rakugakingu" Terada, who 
provided work for NP for several years before becoming known for his design work in Blood: The 
Last Vampire. Prior to this, he also illustrated guides for other role-playing games such as Dragon 
Quest (a.k.a. Warrior) and Final Fantasy. But perhaps the work he's most celebrated for within the 
pages of Nintendo Power is his work on the original Player's Guides for The Legend of zelda: A Link 
to the Past and Link's Awakening. Sadly, as time wore on, the use of official illustrations increased 
and original art decreased. But at least we got great pieces like these before the end! 


COMIC BREAK 


WOW! WHAT A 
CUTE VOGGY! 


WOW! WHAT A 
CUTE VOGGY! 


wooooowww-- ) й 


Doc! | SEE A DOGGIE 
WITH A DUCK AND A REALLY 
BIG KITTY AND A BIG SPIKY 
TURTLE GUY! 


OH! AND A BUNCH OF N 

PRETTY PRINCESSES! 
DID WE Go TO 
DISNEYWORLD? 


WE'RE ALMOST 
THERE! 


N'CHA! 
ПМ SAMOS! 


GREETINGS, 
NEWCOMER! E 
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NF: You've just recently passed the 
10-year mark of being a YouTuber — 
the first video uploaded on your 
channel is from May 2009. 
Congratulations on hitting a full 
decade! How did you first get 
started, 10 years ago? 

ABDALLAH: Thanks! 

When I first started YouTube 10 
years ago, it was more of a way to 
showcase my mad Super Smash Bros. 
Melee skills online, as that was my jam 
back in high school. My buddies and I 
would play that game nonstop every 
day and | decided to grab a camera 
and record some matches. The 
concept of YouTubing as we know it 
now wasn't the same back then, and I 
didn't think it would ever blossom into 
what it is now! 


1 assume your early focus on Super 
Smash Bros. content contributed to 
your channel's name being 
AbdallahSmash026. But where did 
the 026 come from? Were there 25 
other AbdallahSmashes on YouTube 
already back in 2009? 

*laughs* l'm sure Abdallah's a very 
popular name here in the States, 
right? Joking aside, ! played varsity 
volleyball back in high school and my 
number was 026, so I figured that it 
would be a fun thing to add. 


Your channel expanded beyond just 
Smash videos, of course, and you've 
embraced the whole range of 
Nintendo games and franchises over 
the years. It seems like you've devel- 
oped a couple of favorites, though — 
the Pokémon and Yo-kai Watch 
brands get a lot of love and attention 
on your channel. Are those actually 
your two favorite franchises? If not, 
which others would you point to as 
the best of Nintendo's best? 

It's easy to make a YouTube channel 
dedicated to one game series, and we 
see that all the time in the YouTube 
environment. I love being a variety 
channel due to the fact that I love 
playing all sorts of new games that 
Nintendo comes out with. 

Pokémon and Yo-kai Watch are 
staples to me, based off of them being 
my favorites, yes, and their overall 
popularity. 

Being a fan of Pokémon ever since I 
was in middle school when the first 
episode of the anime aired on TV, I’ve 
been keeping up with the franchise 
ever since. 

Yo-kai Watch came to the States in 
2015, and being the 20+ year 
Pokémon fanboy that | am, | grew to 
love that series just as much, if not 
even more! 


Keeping on with Pokémon and Yo-kai 
Watch for a moment more - there 
are a lot of Pokémon YouTubers out 
there, but it seems like you've really 
claimed the top spot for the most 
prominent Yo-kai Watch fan on the 
site. Or even across the whole of the 
Internet! Do you see yourself as a 
champion of that series? And what's 
your assessment on how it's doing as 
a brand these days, in both Japan 
and the West? 

Yo-kai Watch is completely underrated 
and is definitely a franchise that 
Pokémon fans should test out. When 
the game came to the West, a lot of 
Pokémon fans thought it was a rip-off, 
but | decided to give it a chance and 
show the world what it was all about. 
Once that chance was taken, I fell in 
love with the series, even to a point 
where I can easily point out all of the 
aspects where the franchise does 
better than Pokémon: attention to 
detail, writing, story, etc. 

Pioneering and championing this 
franchise has led me to such great 
opportunities, such as meeting Akihiro 
Hino (the CEO of Level-5 and creator of 
Yo-kai Watch), becoming an officially 
recognized Level-5 Ambassador and 
having the ability to interact with the 
Japanese development team directly 
about their games. 

Let's face facts here: The U.S.A. is 
Pokémon country. Any other monster- 
collecting/battling game will never 
come out on top above Pokémon. As 
far as the Yo-kai Watch brand goes, 
unfortunately, І feel that Western 
interest has slipped downward a bit — 
but it's on the rise again with the 
launch of Yo-kai Watch 4 on Switch in 
Japan! (Which, by the way, is amazing 
- I’ve already put in over 100 hours!) 


Another majorly popular brand in 
Japan is Dragon Quest, but you seem 
like you're not so thrilled with that 
one — in your video recording your 
reactions to Nintendo's E3 announce- 
ments this year, the reveal of The 
Hero joining the Smash roster got a 
very muted response from you. | feel 
like that kind of lack of enthusiasm 
for the whole Dragon Quest series is 
common outside Japan! What do you 
think it's going to take for the Dragon 
Quest brand to finally take off and 
duplicate its massive Japanese 
success in other countries? 

Getting a character from a franchise 
into Super Smash Bros. will work 
wonders for said franchise — take Ness 
in the original, or Marth and Roy from 
Melee, for example. Not too many 
people outside of Japan had played 
EarthBound or Fire Emblem before. 
There weren't even any Fire Emblem 
games translated before then! But 
since those characters made it into the 
Smash roster, people grew curious as 
to what their home series were all 
about — me being one of them! Since 
then, I've played through all of 
EarthBound and every Western 
release of Fire Emblem! 

Dragon Quest is a huge franchise 
with over 10 main series games and 
many spin-offs, several of which 
haven't been released outside of 
Japan. It's going to take a lot of effort 
from Square Enix to make this series 
more popular here in the States. 

Getting The Hero into Smash is the 
first step. The second step would be to 
re-release as many of the classic DQ 
games on Nintendo Switch as possible 
in "collections" and keep them at a 


discounted price compared to regular 
releases. | would personally want the 
ability to play the series from 001 all 
the way to the most recent one, in 
order to get the full experience! 


After 10 years as a YouTube creator 
and a sub count on the verge of 
600,000 as of the time of this inter- 
view, I'm going to go ahead and 
certify you as an expert on the 
platform. What advice do you have 
for anyone who's a decade behind 
where you are on the journey? How 
should a new creator go about 
getting started with their own 
channel here in 2019, and how have 
things changed in that regard versus 
when you started in 2009? 

The best advice І could give anyone is 
to find out what they could do differ- 
ently that sets them apart from the 
vast sea of content creators on 
YouTube. Everyone has access to a PC 
and everyone can purchase a mic and 
capture card to start uploading. Take 
examples from Content Creators that 
you enjoy watching and put your own 
spin on them. What are you going to 
do differently? 

I would recommend playing a single 
game and gaining an audience from 
that before trying to become variety. 
*cough* Fortnite *cough* 


How do you avoid burnout? We've 
seen the YouTuber life take a serious 
mental toll on a lot of creators, so 
what techniques do you apply to your 
life to keep yourself from getting 
overwhelmed? 

Having a strong work/life balance is 
key to success. YouTube is indeed a 
grind to get that content out there the 
fastest, but there's got to be time that 
you can wind down and relax. І avoid 
burnout by playing all sorts of games 
on my channel and I'm able to take a 
break from one game and move to the 
next rather frequently. Try setting a 
9-to-5 shift, or even shorter, that 
you'll be working on developing your 
channel. Also be sure to get up and 
move around! Gaming can easily take 
a toll on your physical shape. 


Let's finally talk about the Super 
Mario Maker 2 Invitational. You were 
one of only four creators invited to 
participate! How did you get that 
news, and how much did you freak 
out about it? 

1 was streaming the Super Mario 
Maker 2 Direct and as soon as I heard 
about the Invitational, | jokingly said, 
"Alright! I'm going to end the stream 
and go email Nintendo to see if | can 
get an invite! Thanks for watching!". 
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Joking aside, we continued stream- 
ing our thoughts and reactions to the 
Direct. But as soon as the Direct 
finished, | sent an email to my 
contacts at Nintendo and asked them 
if there was a way to participate. I 
didn't get any answer back, but I did 
get an email invite to a media-only 
event in New York a few weeks later. 
After responding that I'd be attending 
that media event, І received another 
email saying that | was one of four 
people invited to the Super Mario 
Maker 2 Invitational! You have no idea 
how much I was freaking out! At the 
New York event, І asked one of the 
Nintendo reps about how the decision 
came to be and | was told that they 
went to bat for me even before the 
announcement of the Invitational and 
even before І sent them an email 
inquiring about it! That was the 
coolest news I’ve ever received. 


Not only were you invited to partici- 
pate, but you actually ended up 
becoming the winner and scoring a 
sweet victory trophy! Tell us about 
what the experience was like to be 
there under the lights and playing 
wild new Mario levels you'd never 
seen before. And competing against 
opponents at the same time! 
Winning the Super Mario Maker 2 
Invitational was definitely a highlight 
of my YouTube career. I’ve been 
playing Mario games since I first 
grabbed an NES controller when | was 
a child, and the platforming elements 
have always been a part of my skills 
with video gaming. After finding out 
about being invited to the Invitational, 
І dusted off my Wii U and started 
streaming courses on YouTube every 
day until the event. The only practice 
the Invitational invitees got was in the 
form of 15 minutes with Super Mario 
Maker 2's course building mode. We 
didn't get any insight into what types 
of levels we were going to be up 
against on stage at all! 

Each of the other competitors were 
very skilled in Mario games, so the 
stakes were even tougher! We knew 
he layout of the tournament rounds, 
so there was a bit of strategy involved. 
Playing each of those levels blind for 
he first time was exciting and chal- 
enging as well — not to mention being 
ivestreamed to thousands of people 
watching at home, as well as the 
hundreds of people in the stands! I 
oved being on stage and performing. 
The best part was being able to listen 
hrough the headphones to the 
audience cheering and gasping out 
oud when something terrible was 
about to happen! 


We got to watch your on-stage expe- 
rience at the event live on video, but 
there must have been a lot going on 
behind the scenes that we didn't get 
to see. Did you hang out with Mr. 
Tezuka backstage? Did you get to 
meet any of Nintendo's other devel- 
opers or team members? How many 
autographs did you walk away with 
when it was all said and done? 

The filming of the introduction "It's 
Complicated" video the day before was 
actually really fun. The film crew had 
all of us react to playing through some 
levels and record some voice lines. 
There was another film crew who set 
us up with some lavalier mics to 
record everything we said during the 
event for a documentary series 
(details on that to be announced 
later). 

After the tournament, all of us 
were able to hang out with Mr. Tezuka 
backstage in the green room. It was 
fun because we got to take pictures 
with him, as well as chat with him for 
a bit. We all got to meet up with the 
Treehouse members like Morgan 
Ritchie, who actually worked on 
making the Invitational levels! 

І noticed that the Super Mario 
Maker 2 Invitational trophy was com- 
pletely white on the backside of Mario 
and Luigi, so | made it my mission to 
carry it around E3 the following week 
and get as many exciting signatures 
from Nintendo employees as | could! I 
ended up getting Mr. Miyamoto, Mr. 
Tezuka, Doug Bowser and Charles 
Martinet (the voice of Mario) to sign 
the back! 


OK, wishful thinking time. If 
Nintendo gave you the power to 
command them to make a new game 
in any one of their famous fran- 
chises, what game would you make? 
And which development team would 
you task with creating it? 

Wow. That's a tough one. Being a fan 
of Pokémon Snap on Nintendo 64, I've 
always wanted a remake of that. We 
didn't get one on the Wii U (which had 
the perfect hardware for it) so I'd like 
to see The Pokémon Company work on 
a version on the Nintendo Switch. 
Don't worry, | won't care if every 
single one of the 800+ Pokémon is in 
it. *wink wink* *laughs* 


Finally, if you could have any super- 
power, what would it be and why? 
Time travel. It'd be awesome to see 
what things were like thousands of 
years ago, as well as get a sneak peek 
into the future! (I'd be sure to take 
extra precautions to not disturb the 
timeline though!) 
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Building Made Better 


THE FIRST THING to square away 
right off the bat — no, you do not need 
to be a fan of Dragon Quest to appre- 
ciate Dragon Quest Builders. More 
importantly, Dragon Quest Builders is 
not simply a Minecraft clone, despite 
how it might look on the surface. And 
perhaps the boldest clarification of all, 
if you have previously played and 
disliked a Dragon Quest game, you 
may still want to try the Dragon Quest 
Builders spin-off series in spite of pre- 
viously disliking its original counter- 
part. 

Dragon Quest Builders 2, at its 
core, is an adventure game with scav- 
enging and building as two key com- 


NINTENDO 
SQUARE ENIX 
E10+ 


ponents to its gameplay. You are "The 
Builder" — a rare breed of human who 
is invaluable to others for the fact that 
you are the only one who can build 
things. Conflict arises when the main 
antagonists, Hargon and his religious 
zealots, declare all construction to be 
a sin. Because of this, most of the 
human race submits to the fear of 
building and simply lives in ruins. 

The player's story starts with a 
shipwreck that results with crashing 
onto a deserted island. You find 
yourself in the company of the enig- 
matic Malroth — who has a touch of 
amnesia. Ultimately, you two team up 
and set out to civilize the deserted 
island. From there, the quest begins! 
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(Side note: Malroth has so many 
interesting peaks and valleys to his 
character development that | guaran- 
tee all players will be questioning how 
things will end up for him all along the 
game's adventure.) 

As tempting as it may be, it would 
be wise to avoid drawing comparisons 
to other games when talking about 
Dragon Quest Builders 2. At the end of 
the day, the developers here really 
attempted to make something truly 
unique to this series, and they manage 
to successfully accomplish this goal. In 
particular, Dragon Quest Builders 2 
blends combat, plot, scavenging and 
building in equal parts. For instance, 
at one moment you might be tasked 


with finding hidden monsters in an 
underground palace . . . then building 
a bathroom for the residents in the 
next moment. More often than not, all 
of this is to reach the end goal of 
restoring a dilapidated community 
back into a prosperous civilization. 

Throughout much of the gameplay, 
you'll see a lot of similar tasks with 
very little deviation in how each one is 
completed. You'll fulfill the townsfolk's 
wishes by laying down a premade 
blueprint in a premade location, and 
then watch as said townsfolk build 
said design. All the while, you go off 
and scavenge for various items on the 
island. Of course, you do build smaller 
rooms on your own throughout the 
game, as well as level up your stats 
with equipment that you also build 
yourself. And there's nothing stopping 
you from just having fun and con- 
structing rooms, buildings, furniture, 
whole environments or anything else 
just for your own enjoyment. 

Equally as important, there are 
some ingenious deviations from this 
formula. Without spoiling anything, 
you will undoubtedly meet scenarios 
where you hardly do any building at 
all. Instead, the voxel world changes 
the rules entirely! In fact, | wish the 
game ditched the formula more often, 
as these offbeat scenarios act as a 
window into how creative the story is, 
and how diverse of a game Dragon 
Quest Builders 2 can truly be. 

Gameplay is vastly improved since 
the original Dragon Quest Builders 
release. There is a mountain of new 
additions and quality-of-life improve- 
ments that will make it difficult to go 
back to the first game. One of my 


favorite changes is the option to use 
an immersive first-person camera per- 
spective. Although the original game 
didn't encourage building roofs on 
your buildings, now in Dragon Quest 
Builders 2, you can — with no more 
fear of the camera being a total night- 
mare! Just switch to first-person and 
enjoy the coziest of living spaces. 

Dragon Quest Builders 2 also has 
rideable monster mounts, with various 
functionalities. At any moment, you 
could bounce high on a Slime, level 
mountains on a Golem or fly in the sky 
on a Wyvern. The ride variety is limit- 
less! Additionally, the tools are greatly 
expanded to the point where the game 
now utilizes liquid as a major game- 
play element — just because it can! 
You can create waterfalls, pools or 
platforms by dousing lava. This 
creates a truly diverse experience 
from player to player. 

And all of this can be taken online! 
As a result, you can visit a friend's 
island and build together, or even par- 
icipate in sidequests together. No 
friends online? No worries! You can 
also visit stranger's islands and see 
what they built! Luckily, it's very easy 
о find a great island due to a user- 
generated ranking system. The online 
interactive platform could still use an 
option for constant two-player co-op 
hroughout the adventure, but this is a 
great first step toward that! 

Now, it's not all sunshine and 
rainbow bridges. The developers did 
consider fan feedback from the first 
Builders, but the second game still has 
many areas that could be improved. 


However, most of my complaints 
should be seen as nitpicks and not as 
any reason to deter you from trying 
the game. 

Firstly, the settings are a mess. The 
menu features four pages dedicated to 
customizing your settings, but so 
many features are seemingly useless 
or pointless, while core industry stan- 
dards are oddly absent. Most notably, 
there's no volume setting for voices — 
and | trust many of you will wish there 
were. While the NPCs make minimal 
grunting noises, these sounds are 
fairly ear-grating. (This is especially 
true if you choose to pick the male 
main character.) Moreover, the music, 
while derived from a catalog of past 
Dragon Quests, becomes mundane 
during your 70* hour adventure. You 
might assume that there would be an 
option to mute the music; however, for 
some unexplained reason, this option 
doesn't exist and the lowest volume 
setting is still loud enough that it can 
be heard at all times. 


Secondly, the game expanded cus- 
tomization for how your character can 
look, but oddly falls short on headgear 
— despite having the option in place. It 
also lacks in introducing garb that 
feels complete without the matching 
headpiece that never gets introduced. 

Thirdly, the game's second island 
has a gimmick in which it halts what 
you're doing at the end of every day to 
cut to the main town and repeat 
dialogue over and over. Since days are 
generally short, this is a constant and 
annoying recurrence. 

My fourth nitpick is that you only 
have one save slot and one autosave 
slot. This is problematic because the 
autosave is incredibly infrequent and 
seemingly random. My advice is to be 
very cautious about saving, because 
the last thing a gamer needs is to lose 
battery power on their Switch and lose 
hours of game time! 

And lastly, switching tools is 
mapped to the same button as talking 
to NPCs. You'll be surprised how often 


this becomes an issue. There's an 
option to change these controls, but 
there's no happy medium where the 
convenience of storing items with a 
button press can coincide with remap- 
ping the button for tool switching. 

But if those are the worst of the 
game's problems, then it's easy to 
focus on what it does best. Dragon 
Quest Builders 2 offers an insane 
amount of freedom. You'll spend 
many, many hours thinking outside 
the box, exploring, sequence breaking 
(the game encourages this) and cus- 
tomizing to your heart's content! 
Dragon Quest Builders 2 gets a high 
score in my book for what it accom- 
plishes in its storyline, and the wealth 
of content it provides compared to 
other contemporaries. If you're an 
adventure game enthusiast, this series 
will be a breath of fresh air for you. I 
love it for what it is, and | hope a 
future Builders 3 continues listening to 
feedback to create a totally perfect 
gaming experience! - SHESEZ 
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Do it Yourself... 


SUPER MARIO MAKER 2 


SUPER MARIO MAKER is my 
favorite game for Wii U, hands down. 
I've logged more hours into Nintendo's 
DIY platformer than into any other 
game... ever. You better believe I've 
been ready to crown the sequel as my 
2019 Game of the Year ever since it 
was announced back in February! 

If you were among the millions who 
never picked up a Wii U, you may not 
fully grasp the impact this lone title's 
had on the wider gaming community. 
Mario Maker, at its core, is a construc- 
tion kit that lets users build their own 
2D Mario courses and share them 
online, but its versatile assets and 


PUBLISHER/DEVELOPER: 
ШАШЫ NINTENDO RATING: E 


ease of use inspired creations that 
exceeded the limits of what was 
assumed possible with the engine. It 
immediately became a viral sensation 
as streamers and YouTubers pounced 
on the opportunity to showcase 
notable stages, provide building tuto- 
rials or punish themselves with 
devilish troll levels. 

All fans asked out of Super Mario 
Maker 2 was for more, and that's pre- 
cisely what's been delivered. 

Slopes and Seesaws serve as the 
foundation for a number of ingenious 
pinball stages. The Super Mario 3D 
World game style bestows the Cat 
Mario transformation and rideable 
Koopa Troopa Cars. ON/OFF Switches 
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allow for logic gate puzzles ranging 
from the simple to the complex. The 
mere existence of any one of these, or 
the dozens of other additions, opens 
up a wealth of game-changing possi- 
bilities — the surface of which we've 
barely scratched even after millions of 
course uploads already! 

There have been a few casualties in 
the Switch transition, unfortunately. 
The Mystery Mushroom has been dis- 
carded, along with the 150* amiibo 
costumes for Mario to don in the 
Super Mario Bros. game style — in 
exchange for clothing pieces that are 
only used for your Maker Profile Mii. 
Warp Pipes can no longer overlap, 
thereby disallowing such tricks as one- 
way Pipes or multiple Pipe entrances 
leading to a single exit. The 100 Mario 


ШЫ 
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Again! 


Challenge? Dumped in favor of the less 
satisfying Endless Challenge, in which 
you play random levels until you lose 
your lives or quit. And should you 
decide to download levels for offline 
play, you're prevented from editing 
them - a slap in the face for anyone 
who likes to study how more elaborate 
courses are assembled, then apply 
that knowledge toward future designs. 

But the biggest Monkey's Paw 
features are the online Co-op and 
Versus modes. Long have fans prayed 
for online play in a Mario platformer, 
only to be restricted to playing with 
strangers here. And let's not forget the 
frequent debilitating lag that makes 
matches nigh unplayable — I've 
suffered multiple sessions in which 
running the length of a single screen 
took upwards of 60 seconds! But even 
perfect conditions wouldn’t improve 
the quality of the levels themselves, 
which are often ill-suited for multiplay 
— building competent courses for solo 
adventurers is challenging enough! 

From a purely objective standpoint, 
there are enough stumbling blocks to 
warrant a penalty of several points to 
Super Mario Maker 2’s final score. 
Even though Nintendo will undoubt- 
edly update the game's online infra- 
structure — Network Play with friends 
has already been promised — and add 
a bushel of further creation tools as 
they did in the previous title, you can't 
ignore all the issues plaguing the 
experience as of today. 

Except you can. 

Look, it's hard to explain just what 
Super Mario Maker means to individ- 
ual creators without getting a little 
personal . . . so excuse me while | get 
a little personal! 


At a point in my life during which 
embracing a hobby requires an 
unusual amount of convincing myself 
that I'm not wasting my energy on 
trivial pursuits, Mario Maker rekindled 
a long-dormant creative spark. With 
its unprecedented level of accessibility 
and the universal language of Super 
Mario, it has helped get me on a track 
that could hopefully lead to proper 
game development one of these days. 

Spending a few hours tweaking my 
latest course has become like therapy 
after returning home from a long day 
at work. The setup has to be perfect: 
Casual lounge wear, some hot tea, a 
laptop nearby opened to notes or 
video tutorials and a Switch running in 
portable mode. (On a related note, any 
serious creator should invest in a 
decent capacitive stylus. You do have 
the option of using button controls 
when playing in TV mode, but that 
scheme will never be as intuitive as 
touch commands.) 

Some makers stick to conventional 
Mario levels. Others design Rube 
Goldberg machines that play them- 
selves. Meanwhile, І enjoy adapting 
other video games into the Mario 
style. In the original Mario Maker, I 
recreated the entirety of the first NES 
Mega Man. With Mario Maker 2, I've so 
far designed a Gradius stage as well as 
atribute to Paperboy. My thought 
process is that by sourcing preexisting 
ideas that already succeed in other 
contexts, І can quickly determine how 
successful my own implementations 
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are based on how closely they emulate 
the originals. 

There have been complaints about 
hard limits on how many objects can 
be added to a level, or about the lack 
of certain enemies and gimmicks from 
the original Mario games that have yet 
to be incorporated. І understand the 
frustration — I’ve been forced to work 
around these very restrictions in the 
majority of my builds. But the nature 
of game design is that there's always 
going to be some kind of limit. The 
next time Nintendo updates the game 
with a new set of tools, no matter how 
exhaustive, you're guaranteed to hear 
cries of, "Well, what about this or 
that?" 

Look at this very magazine you're 
reading right now! Each article must 
fit within the allotted page or column, 
yet my fellow writers and I 
almost always exceed our 


word counts in the first draft. We step 
back and look at what needs trimming 
or rewriting, and the result is a tighter, 
more focused piece than what we orig- 
inally conceived. The same holds true 
with Mario Maker courses — operating 
within constraints doesn't mean you 
have to compromise your vision, but it 
will require inventive solutions. 

All that right there? That's the true 
genius of Super Mario Maker. It 
teaches the fundamentals of game 
design without smacking you over the 
head with excessive tutorials (though 
in Super Mario Maker 2's case, there 
are 45 optional tutorial videos in 
Yamamura's Dojo to nail down the 
basics). You may feel discouraged 
when your creations don't receive the 
attention they deserve — unless you 
are a YouTuber or have a massive 


social media presence, the likelihood 
that thousands of players will flock to 
your levels is slim — but the pursuit of 
Internet notoriety need not be your 
top priority. Engaging in the creation 
process and gaining a deeper appreci- 
ation for the design process comes 
first. 

A sizable chunk of players may be 
satisfied with sampling various cre- 
ations, running the multiplayer 
gauntlet and tackling Story Mode's 120 
Nintendo-designed courses without 
ever touching Course Maker, and that's 
fine. Don't listen to anyone who says 
that isn't a valid way to enjoy Super 
Mario Maker 2! If you do choose to 
step into that realm, however, you'll 
discover a transcendent experience 
that will only continue to improve over 
time. - TONY 
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Not as Marvelous as Wed Hoped 


THE FIRST TWO Marvel Ultimate 
Alliance games predate the Marvel 
Cinematic Universe, which is abso- 
lutely — and literally — a game- 
changer leading into this revival of the 
long-dormant series. More people rec- 
ognize and truly love Marvel's heroes 
now, so the characters already have a 
foot in the door in millions of house- 
holds, paving the way for this game to 
be a big success. There's just a lot 
holding this one back from being as 
fun as the MCU — but it is a fun game 
if you follow its parameters. 

The premise is quite close to the 
storyline that just wrapped up with 
Avengers: Endgame in theaters earlier 
this year, but no previous knowledge 
of any Marvel media — including the 
two older Ultimate Alliance titles — is 
required to have a good time here. 
Thanos is seeking the Infinity Stones 
and has dispatched his minions, the 
titular Black Order, to retrieve them 
through any means necessary. You 
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start by playing as the Guardians of 
the Galaxy and slowly gather more 
heroes by progressing through the 
narrative, meeting and defeating 
villains along the way — but also occa- 
sionally aligning with them. The plot 
has some great moments and tries to 
give each character time to shine. And 
that's quite a feat, because there are 
36 playable characters . . . and that’s 
before the DLC launches! 

Heroes and villains emerge from 
many different properties, including 
the Avengers, Defenders, Inhumans, 
X-Men, Guardians and Spider-verse 
comic lines, and more. Most of these 
characters are unlocked through 
normal story mode gameplay, but 
there are four characters who require 
completion of Infinity Rift trials to 
unlock: Elektra, Loki, Magneto and the 
Mad Titan himself, Thanos. (More on 
Infinity Rift trials later.) 

The gameplay is an action experi- 
ence that boils down to being a 3D 
brawler. You plow through peons and 
tougher, gimmicky peons until you 


70 ISSUE #41: THE QUEST FOR SUCCESS IN THE WEST 


meet the boss. Once they're defeated, 
you move on to rinse and repeat. The 
cutscenes and dialogue succeed in 
keeping it all interesting — to a point — 
but it does devolve into tedium around 
Chapter 5 of this 10-chapter adven- 
ture. 

Each hero can gain experience, so 
there's a slight RPG element that 
allows for adding super moves, called 
Abilities, and making stats stronger. 
Money you earn and enhancement 
points you gain by leveling up can be 
spent in the Alliance Enhancement 
area of S.H.I.E.L.D.'s lab to boost your 
stats. Ability Points can be spent to 
make your Abilities more powerful, 
and so on. 

But all of this is handled through 
one of the most convoluted menu 
systems I’ve seen in a while. It gets 
especially perplexing once the 150-8 
crystals enter the mix and you have to 
have specific heroes in your party to 
equip or unequip them. The game also 
spends very little time in-game telling 
you how all of it works, or convincing 


you of its worth, so it's easy to ignore 
all of the customization and upgrade 
options... until you meet a tough 
boss and start looking for ways to buff 
yourself and try again. The Tips menu 
helps some, but the level of complex- 
ity felt excessive for a button-mashing 
brawler. Certain teams allow for stat 
boosts, but they're insignificant 
enough most of the time that it's not 
worth your time. 

The main issue is that only the 
characters you choose to play as 
directly get to gain experience — so 
several of your team members on the 
bench will lag behind on their levels 
and eventually become obsolete. Many 
players will want to test out several 
different characters to see who they 
like, but the game doesn't encourage 
that, because eventually you'll hit a 
boss that's too hard and you'll wish 
that you had been investing all the 
experience in the same small handful. 
Some heroes come in at high levels 
and some don't, but it's a decent indi- 
cator that you need to grind if the new 


guy is better than your highest charac- 
ter. For a game that has the ability to 
swap characters at every checkpoint, 
it really demands that you pick and 
stick with a team of four, so there's an 
identity crisis here. Not only that, but 
we found that the game was easier in 
solo mode because it eliminated many 
frustrations with camera, crowding 
and confusion — but the whole point of 
the game is to gather a team of 
friends and do hero work together! 

The Infinity Rift trials are side- 
quests that take portions of the game 
and add specific requirements to 
complete for short bursts of challenge. 
The primary use of the trials is to level 
up your heroes, and each trial has a 
suggested level attached to them that 
means business — trying one too early 
will result in frustration. Even if you 
play on the "Friendly" difficulty setting 
in the story mode, most players will 
not be able to complete the story 
without some grinding in the Rift — 
which is an odd design decision. It's 
simply confusing to have such high dif- 
ficulty spikes throughout the adven- 
ture. In fact, | saw very little difference 
between the first two available diffi- 
culty settings. If | wasn’t able to beat a 
boss on the "Mighty" setting, that boss 
was no easier on Friendly. The game 
just doesn’t know how to tell you 


properly that it really wants you to 
play its Rift trials, so it forces them on 
you, and you eventually succumb. 

| played the game with my boys, 
and we had a lot of fun in the first two 
chapters, even though we had to 
restart at one point because some 
flying characters found a map hole in 
the ceiling and ended up at the end of 
the level prematurely, with no way to 
progress. 

We hit more of a roadblock with 
Kingpin in Chapter 3. The problems 
were myriad and combined all of my 
complaints about the game. First, we 
were underpowered because we were 
switching so much. This took a long 
time to figure out, and we found other 
solutions, like enhancing. 

Second, the camera is really your 
worst enemy in the game in several 
portions, but that may be most con- 
spicuous in the Kingpin battle. With 
multiple players, the game imple- 
ments a fixed-camera mode, and 
Kingpin’s attacks went off-screen a lot, 
leading to a lot of damage from 
attacks we couldn't see. This also led 
to problems with characters going in 
different directions and becoming 
trapped, unable to go where they 
wanted to because of invisible bound- 
aries dictated by the camera keeping 
all of the fighters on screen. (This 


happened often in the regular levels 
as well, where we'd have to backtrack 
a bit to move a character that had 
fallen behind.) The game will eventu- 
ally "warp" other characters to the 
first player if they are far ahead, but 
we also experienced the warping in 
the small arena where you fight 
Kingpin, and it was jarring. 

In multiplayer mode, the enemies 
still tend to focus on Player 1, so no 
matter the skill level of that position, 
they tend to get knocked out first. The 
camera focuses entirely on Player 1 in 
certain instances too, so other players 
can get lost or confused in crowded 
and small rooms. In fact, we only pro- 
gressed by having the boys drop out 
so | could just battle the bosses alone. 
| could control the camera and better 
understand the strategy necessary to 
defeat him. The "popping" of objects 
obscuring heroes from view further 
demonstrates the amateurish 
approach to the camera. 

Third, game balance is just broken. 
With so many characters to play, | can 
understand it would be difficult, but 
when you need a specific character 
and the one you need is a low-level 
weakling, the fun factor is decimated. 
In this way, the RPG element holds the 
game back significantly. The trade-off 
is depth, and the depth is interesting, 


but the gameplay isn’t interesting 
enough to warrant more than a couple 
playthroughs at best. The way the 
game’s unlocks are set up and how 
slowly leveling up occurs, the game is 
forcing hours to be spent in the Rift 
just to complete the story once. 
Tougher difficulties unlock after that, 
and if you want Level 100 characters 
with all slots unlocked and all Abilities 
accessible, it’s going to be a long slog. 
It would have been neat to see plot 
diversions in tougher difficulty 
settings to persuade players to 
attempt the feat, but as it stands, now 
it seems like a silly waste of time. 

The DLC will aid with this, in that 
they’re advertising more story 
included with the roster additions. 
(Read more on that back on Page 13.) 

Marvel Ultimate Alliance 3 shines 
when you're in the thick of a fight with 
loads of enemies and you pull off a 
combined extreme attack and do some 
serious damage. Learning all of the 
intricacies of each character and using 
all of the abilities can be a joy. Many 
attacks can miss if not performed cor- 
rectly, but that can be the fun of mas- 
tering a character. It’s just a pity that 
the RPG elements don’t make things 
progress a little faster, especially in 
easier difficulties — that harms the 
whole "Alliance" premise! — BRETT 
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BACK IN 2012 in Sonic & All-Stars 
Racing Transformed, the team at 
Sumo Digital evolved the kart-racing 
concept by introducing vehicles that 
fully transformed between land, sea 
and air iterations. Following the 
acclaim received with that title, the 
question came: Where do you go from 
there? 

As with many problems in life, the 
solution came down to teamwork. 

Indeed, teamwork is the name of 
the game — literally — in this latest 
outing. But don't think this is like 
Mario Kart: Double Dash!! In Team 
Sonic Racing, every racer has their 
own kart, and their own strengths and 
weaknesses they bring to their team. 
These follow the three core types that 
have been something of a staple since 
Sonic Heroes. 

For example, in Team Sonic, Sonic 
is a Speed type, who is faster, but has 
poorer acceleration and defense. 
Knuckles is a Power type, able to 
smash through obstacles and racers 
while not spinning out, but at a cost of 
speed and handling. Then there's Tails, 
who falls in the middle as a Technique 
driver, unencumbered by rough 
terrain and handling better overall. 

Racing as a team is about more 
than just coming in first place, 
however. Your entire team is ranked as 
a unit — so even if you manage to 
smoke the competition, it's not going 
to matter if you leave your colleagues 
trailing in last place. To this end, there 
are various techniques to help you 
work together to bring out your best: 
The lead racer in each team leaves a 
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slipstream behind them that the other 
teammates can use to charge a speed 
boost to "Slingshot" ahead, while per- 
forming a Skim Boost near a team 
member who's spun out will help get 
them back up to speed. Item Box 
Transfer allows you to send an Item 


Box you've obtained to an ally who can 


make better use of it (sometimes 
beefing it up in the process), and the 
Rival Takedown is just doing what 
comes naturally in a game like this: 
either using items against opposing 
racers or simply shunting them. 

In addition to increasing your 
standings, performing these moves 
will also fill up an Ultimate Meter that 
allows you to perform the Team 
Ultimate, granting a boost of speed 
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that allows you to blast your way 
through any racers between you and 
the finish line. 

Performing all these techniques 
can take some getting used to, and 
even when you've mastered them, you 
still need to be able to count on your 
teammates. When you're racing along- 
side the A.l., this works well enough, 
but when you add the human element 
to the mix, well, results may vary. Even 
when everyone was firing on all cylin- 
ders, though, I found the racing to be 
intense — this may be the most chal- 
lenging Sonic racing game to come 
from Sumo yet — and quite satisfying 
when my team managed to bring 
home the checkered flag. It's exhila- 
rating in a way I’ve never felt from 
another racing game. Teamwork 
makes the dream work! 

That said, there are other factors to 
consider. Whereas Sumo's previous 
efforts cast a wider net to the vast 
majority of the Sega universe, this is 
purely a Sonic game, so if characters 


and stages from Golden Axe or Jet Set 
Radio were your main draw to those 
titles, you'll find none of that here. All 
the characters, items (as Wisps), and 
tracks are from Sonic, and more spe- 
cifically, "Modern" Sonic at that. 

There are various modes on offer, 
including a voice-acted (but not 
animated) story mode to ease you into 
how the whole thing works. If you'd 
rather race solo than as a team, that's 
an option as well. Multiplayer works 
both locally and online, though | had 
difficulty finding many racers in the 
latter. And | haven’t even mentioned 
the joys of the car customization and 
the incredible soundtrack (all hail Jun 
Senoue and Tee Lopes)! 

While Team Sonic Racing may not 
have the vast Sega crossover scope of 
previous Sumo racers, it definitely 
brings something new and fresh to the 
table, and does that really well. If 
regular kart racing has begun to feel 
too routine, then you should definitely 
give this one a go! - DAVID 
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Animal Racer #2 


TWO DECADES AGO, Crash Team 
Racing was viewed as a challenger 
that not only rivaled Mario Kart 64, 
but some would say even surpassed it. 
Now, 20 years on from its original 
release, does the remake hold the 
same esteem in the modern gaming 
landscape? Having heard so much 
about how great the original was while 
never having the opportunity to play it 
for myself, | was eager to find out. 

The most immediately noticeable 
thing upon starting up the game 
(besides the 42 pages of software 
license and service agreements you 
have to go through, which thankfully 
seem to be a one-time deal) would 
have to be the controls. In particular, 


drifting works differently here than it 
does in some other popular titles of 
this genre, and it takes a little bit of 
getting used to, as you have to alter- 
nate between two hop/drift buttons in 
tune to an on-screen gauge in order to 
get the boosts you'll want to help you 
cross the finish line in first place. 
unfortunately, | was never able to 
get completely comfortable with this, 
as the drift buttons are placed on the 
L and R bumpers by default, and if 
you're like me, your index fingers tend 
to veer more naturally toward the 
triggers, which are instead dedicated 
to camera controls | almost never use. 
There is an alternate control scheme, 
which moves the accelerator to R and 
the right drift to B, but I’m not sure 


that's much better. It's the kind of 
thing where more options would have 
been extremely welcome, but which 
you can probably overcome with time. 

The game features a wide variety of 
tracks upon which you can race, 
including 18 from the original Crash 
Team Racing and another 13 from its 
sequel, Crash Nitro Kart — and that's 
not including the battle mode arenas 
or special event Grand Prix tracks that 
are being rolled out in future updates. 
They are gorgeous to behold (I partic- 
ularly liked the neon-filled Electron 
Avenue), provided you're able to take 
in the detail while frantically trying to 
keep ahead of the pack. 

In addition to a plethora of tracks 
to choose from, there are also nearly 
as many racers, divided into three or 
four different classes (depending on 
where you look): Beginners, two types 
of Intermediate, then Advanced. You 
can view any class easily by pressing L 
or R on the character select screen to 
help narrow down the drivers that suit 
your speed. In addition, you're able to 
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swap out different car parts, decora- 
tions and costumes — though these 
are all cosmetic. 

Modes include the typical arena 
battles and some daunting challenges 
(Crystal Challenges can be frustrat- 
ingly precise), as well as the flagship 
Adventure Mode. Lifted and updated 
right from the original Crash Team 
Racing, you'll explore a hub world and 
race on each track from the original 
game while also taking on bosses and 
obtaining items to progress and save 
the world. It's a neat addition, though 
it could still have really used a fast- 
travel mechanic. They've also included 
two versions, so you can play it just as 
it was in 1999, or a modern version 
that allows customization and charac- 
ter swapping. 

For online, | was able to find a full 
race quickly and easily — then was 
trounced just as quickly and easily by 
some fierce competition. New content 
is being trickled out through the Grand 
Prix mode, with Spyro the Dragon 
promised in the future (as of this 
writing). Unfortunately, an online con- 
nection is required to access the Pit 
Stop shop, which sells different char- 
acters and items. Fair enough, since 
they rotate on a near-daily basis. More 
egregious, however, is that you must 
also be online in order to earn the 
Wumpa Coins needed to spend in the 
shop in the first place — a potential 
problem for playing on a portable 
platform that may not always have 
online access. That said, they've 
recently introduced microtransactions 
that can help negate the issue . . . I'll 
just let you make of that what you will. 

Throw in some lengthy load times, 
sometimes stuttering cutscenes, occa- 
sionally cheap А.І. and a few other 
mostly trivial issues, and you've got a 
fun but occasionally flustering time. 

— DAVID 
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Hilda 


Wait. What?! Are you really our new 


homeroom professor? 


20 m 42/42 Ad 


Choose Your Own Adventure 


THE SORTING HAT at Hogwarts 
must seem like such a blessing to any 
incoming students who struggle with 
indecisiveness. It would be useful to 
have it available for Officers Academy 
professors as well, as the first and 
most important decision you face 
when firing up a new playthrough of 
Fire Emblem: Three Houses is which 
one of the three Houses you'll choose 
to teach. Some players have reported 
feeling paralyzed at that moment, and 
І can understand why: All three of the 
groups of potential pupils is full of 
people you'll want to spend more time 
getting to know. Ultimately, though, 
you have to pull the trigger and select 
one over the others — and though that 
is the first and most important 
decision you'll make, it's only the first 
of many more that follow. 

Fire Emblem: Three Houses is a 
game that's all about the power of 
choice. Past installments in this series 
have dipped their toes into this terri- 
tory lightly before, like when the tale 
in Fire Emblem Fates forced you to 
side with your adoptive family or go 
home with your blood relatives in the 
opening moments of its quest. But 
that was a decision mostly made in the 
game store, as you selected whether 
you'd buy the Birthright or Conquest 
versions of the game. This time, 
there's only one Three Houses, and at 
least three games' worth of content is 
contained within. (So at least there's 
no choice you have to make that'll 
impact your wallet as much as Fates.) 

Beyond the sweat-inducing selec- 
tion that will see your character, 
Byleth, named as the new homeroom 
teacher for either the Black Eagles, 
the Blue Lions or the Golden Deer, 
more choices begin to appear almost 


instantly. You gain control over the 
instruction of eight different students, 
and how they each grow and develop 
as Fire Emblem fighters is up to you. 

You can be as hands-on or hands- 
off in this process as you like. If indeci- 
siveness is one of your own struggles, 
you can choose to "Auto-Instruct" your 
students and let them focus on areas 
of study as the А.І. of the game thinks 
best. But if you dive into the process 
of being a professor with the level of 
detail that the game allows, I think 
you'll have much more fun. You can 
tailor their battlefield roles and abili- 
ties to an exacting degree, choosing 
on a student-by-student basis whether 
or not you stick with their pre-defined 
paths to progress. 

For example, take Claude. The 
House Leader of the Golden Deer, he 
begins the game with a bow in his 
hand and his natural development has 
him focusing on learning everything 
he can about archery so that he can 
destroy just about any enemy on the 
field from a distance with ease. | chose 
the Golden Deer for my first run, and, 
because of my love of archer charac- 
ters, I let Claude continue down his 
standard path for the most part. He 
became an arrow-slinging force to be 
reckoned with in almost no time at all, 
as the game expects he will. 

But then look at Hilda just above. 
Just about every conversation you 
have with Hilda in the early hours of 
the game involves her complaining 
about how she's not suited for battle 
and how she'd really prefer to just let 
other people do the fighting on the 
front lines. Uh-uh. No way, sister. That 
doesn't fly with this professor. І forced 
her to learn Heavy Armor skills and 
put her on the front line every time. 
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There have been Fire Emblems in 
the past that allowed you to customize 
your units and gave certain characters 
different ways they could choose to 
grow over time, but none have ever 
come close to Three Houses in that 
regard. You really have full control 
over every pupil that's placed under 
your tutelage. You could make all of 
them study Heavy Armor and have a 
fighting force of nothing but bulky, 
brutish, ax-wielding warriors. You 
could turn them all into archers, or 
mages, or even dancers! You'll meet 
with more success if you have a more 
diverse bunch that covers lot of differ- 
ent bases, but the point is that the 
option is there — I'm already looking 
forward to the goofy challenges that 
fans will set for themselves in the 
future with this game. "Hard Mode, 
Permadeath Turned On, Every Student 
is an Unarmed Brawler." Good luck! 

Speaking of the difficulty settings, I 
found that Normal is perhaps a bit too 
easy for a Fire Emblem veteran like 
myself, so I'll probably kick things up a 
notch for future playthroughs. The 
Casual/Classic debate — whether or 
not you want units' deaths in battle to 
be permanent or not — is less of a 
choice to make in my mind, as I just 
find it more fun to leave permadeath 
off. In one early battle in the story, you 
encounter the intimidating Death 
Knight. He doesn't attack you unless 
you attack him — and the game very 
clearly makes him seem like such a 
massive threat that you shouldn't even 
dare to think about attacking him. 

I sent my little black magic girl 
Lysithea straight up to him and killed 
him in one shot with her spell that's 
especially effective against mounted 
units. It was amazing! But | wouldn't 
have risked it if | had permadeath 


turned on. It's moments like that that 
solidify my choice to keep playing 
Casual. But to each their own! 

More choices to be made in Three 
Houses? How about how you spend 
your time? Part of your tenure as a 
teacher is spent at the head of a class- 
room, and that's where you make all 
the decisions about how students will 
advance as units. And part of your 
time, naturally, is also spent taking 
your students out onto battlefields to 
temper their book learning with real- 
life combat experience. But the most 
interesting part of this package is 
where you have the most freedom: 
exploring the grounds of Garreg Mach 
Monastery. 

There are several activities you can 
choose to engage in, from gardening 
to fishing to simply having conversa- 
tions with NPCs. (All of whom are 
voiced incredibly well. The voice acting 
in this game is phenomenal.) Some 
Monastery activities, though, force 
you to spend "points" when you pick 
to do them, and you have to decide 
what's best for your students and 
yourself in the long run. For instance, 
you can spend a point to invite two 
students to share a meal with you in 
the dining hall. If you do, their motiva- 
tion to learn will increase and they'll 
grow to higher ranks in their chosen 
areas of study faster than they would 
have otherwise. You could also spend 
a point to receive Faculty Training for 
Byleth directly, increasing the abilities 
of your main character. (Also quite 
important.) You can even invite other 
characters to have tea time with you — 
spending a point there means you 
could strengthen their Support rela- 
tionship with Byleth, which impacts 
both their interactions in battle and in, 
well, romance! (Just not right away.) 


Why not right away? Well, Three 
Houses doesn't play all its cards in the 
first half of the story, and some 
elements like romantic relationships 
don't come into play until the second 
half of the narrative . . . after a major 
time skip advances the plot by five 
years. | debated whether or not to 
mention that since it's a little spoilery, 
but then Nintendo went and made it a 
huge focus of their late marketing of 
the game leading up to release — and 
time skips are definitely nothing new 
in the Fire Emblem series, so fans of 
past titles shouldn't be surprised to 
learn that the tale told here isn't 
entirely contained within the bounds 
of these characters' high school years. 
And | like it! You spend all this time 
investing in these kids and helping 
them to grow and mature... it's fun 
to see how they all turn out as adults 
later on in life. (Especially when the 
world around them kind of descends 
into chaos.) 

Beyond all the new trappings of 
being a teacher and all the decisions 
that go along with that, the battlefield 
basics of this sequel are as solid as 
ever. Adding in new elements like 
Battalions freshened up the old grid- 
based battle system just enough. And 
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FIVE YEARS LATER 


Since it may help some of you to make that first decision about which 
House to teach, here's a brief glimpse into what the future holds. 


THE DASHING LEADER OF THE ALLIANCE 
CLAUDE 


After spending much of his time as a student at the Officers Academy 
playing pranks and horsing around, the seriousness of the situation 
that draws all of Fódlan into war finally forces Claude to accept his 

responsibilities and become a true leader for the Leicester Alliance. He 

does his best to protect the citizens of his lands, but it will be a strain 

to maintain neutrality in the coming conflict — and an even more diffi- 
cult challenge if enemy forces come marching across his borders. 


the series' return to 3D visuals and a 
home console stage are both handled 
beautifully — the game is gorgeous. 
And it sounds great! The music is 
pulse-quickening and spectacular. 
Minor complaints? Voice acting for 
the main character is limited, as you'll 
get a few quips from Byleth in battle, 
but in dialogue scenes it's another 
"silent protagonist" performance of 
grimaces and nods. And there may be 
too much content here for busy adults 
to tackle! І don't know when I'm going 
to find the time to do full playthroughs 
of the other two Houses that I 
didn't choose to begin with! 
But | made my choice, 
and | suppose I have to 
live with that. The most 
pressing choice you 
have in front of you 
is whether or not to 
buy this great game! I 
recommend that you do. 
And soon! — LUCAS 


THE EVIL (?) EMPEROR 
EDELGARD 


As the heir to the throne of the Adrestian Empire, Edelgard 
knows it is her fate to one day lead the people of her southern 
kingdom. After the time skip happens, we find that she has indeed 
ascended to become the new Emperor — and she immediately declares 
war on the Church of Seiros and tries to conquer the entirety of Fódlan. 
Is it a heel turn? From most storyline perspectives, yes — she becomes 
the game's main villain. Unless you side with her and her Black Eagles 
unwaveringly, though. In that case things might play out differently . . . 


DEAD MAN WALKING 
DIMITRI 


The years following the end of the students' relatively safe and happy 
Academy days are the most unkind to Dimitri, who is shamed, accused 
of murder and even loses an eye before being left for dead by the 
people of the Kingdom of Faerghus . . . the people who once looked to 
him, the prince, as the next ruler of their land. If he wants to piece back 
together any semblance of a life for himself and anything resembling 
peace for his people, he'll have to reassemble the broken ranks of the 
Blue Lions with the help of Byleth. (Who, by the way, also faces a few 
unique challenges after the carefree professor days...) 


А Vacation in Paris 


AT SOME POINT, Wolfenstein got 
violent. Like, extremely violent. 
Although gore was always the name of 
the game after the series had moved 
on from its very early '90s roots, the 
newer Wolfenstein games are so raw 
that most people would consider them 
shocking. Just look at Wolfenstein II: 
The New Colossus (also on Switch), 
which deals heavily with racism, 
familial violence and torture. Although 
the more arcade-oriented Wolfenstein: 
Youngblood eases off most of those 
concepts in favor of just plain ultra- 
violence, it's a small reminder of how 
far the Switch has come in just about 
every respect. 

Once again porting duties were 
handled by Panic Button, who did an 
admirable job keeping this first-person 
shooter afloat on the portable system, 


albeit with some liberties. This time 
around Youngblood's whole gimmick is 
co-op (either with a friend or an A.I.), 
as well as a layer of RPG and looting 
elements that might either turn you 
on to the series, or turn you off of it. 

The MachineGames-helmed run of 
Wolfenstein (2014's New Order, 2015's 
Old Blood and 2017's aforementioned 
New Colossus) has in part been suc- 
cessful because it brought people back 
to a bygone era of weapon wheels (or 
at least an arsenal of weapons that 
adds up to more than two choices), 
non-linear map design and old-school, 
no-strings-attached carnage. This 
installment gets the first two right, at 
least. 

There's nothing really bygone about 
Youngblood, because while it simulta- 
neously balances sprawling maps with 
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secrets and hidden paths and large 
loadouts, it also splices RPG bits in. In 
Youngblood you'll be leveling up, 
picking abilities, customizing your 
character and, in turn, you'll be taking 
down level-based foes. Yep, looter- 
shooter elements are in, for better or 
worse. 

On one hand, it's exciting to play 
with a co-op partner and diversify 
your builds. At the start, my compan- 
ion chose the stealth augmentation 
and I picked the brutish head-on 
charge power. They'd tactically get 
into a flanking position while | actually 
started firefights, and almost immedi- 
ately an interesting dichotomy was 
born. From there we fine-tuned our 
roles with new powers — | upped my 
health and armor ratings, while they 
focused on more damage. 

Again, it’s typical RPG fluff, but fun 
when the entire game is so focused 
around co-op. It reminded me of strat- 
egizing who gets what weapon type in 
Resident Evil 5 (coming to Switch!), 
which is a blast with the right person. | 
love any game where you can quietly 
execute a plan of attack and enter 
utter chaos when none of it goes right: 
It’s the entropy that Youngblood 
allows that makes it engaging to play 
on a mission-to-mission basis. 

But you will have to deal with a 
complete lack of story: another stark 
right turn from a previously narrative- 
heavy franchise. Other than the setup 
that the series' main character, B.J. 
Blazkowicz, is missing and his two 
daughters are searching for him, all 
you get is a basic "join a resistance in 
Paris fighting Nazis" plot. Again, as 
someone who loves an occasional 


arcadey co-op game where you can 
turn your brain off, that's fine with me. 

There are some other concessions 
to accept, however, in addition to how 
receptive you are to these drastic 
formula changes. Youngblood does 
run decently on Switch, but beware if 
you plan on playing in portable mode! 
Oftentimes I found it difficult to spot 
my prey from a distance, which is 
especially annoying when some 
enemies have bullet-spongey health 
bars (again, due to the level concept). 
Cutscenes are even worse and notice- 
ably look like they're from a prior 
console generation. 

Oddly enough there's a budget- 
priced scheme to accompany the fact 
that this is more of a spin-off. The 
base game is $30, and you can opt for 
a $40 edition that nets you some 
cosmetic content and a "Buddy Pass." 
Said pass is basically a free limited 
copy of the game in that you can invite 
a friend to play with you so long as 
you're also playing. I tried it out with 
two Switch consoles and it worked 
flawlessly, as we were instantly con- 
nected on command and able to play 
wherever we wanted in portable 
mode. Again, it's a bit spotty in terms 
of performance that way by virtue of 
portable play, but it does work. 

Additionally, it should be noted that 
while this review is appearing in our 
standard "Reviews" section that's 
normally reserved for physical retail 
releases, Youngblood doesn't entirely 
qualify to fit into that category. You 
can buy a physical box for the game, 
but inside there's no actual cartridge 
- just a download code to let you snag 
the game from the eShop. It's weird. 

Wolfenstein: Youngblood is a really 
confusing game, in that it takes some 
of what made the modern era of 
Wolfenstein so great, then copies and 
pastes modern looter-shooter tropes 
on top. With the right human co-op 
partner you'll probably enjoy yourself, 
so long as you can overlook those 
inherent issues and some new ones. If 
you're just relying on the A.l., maybe 
sit this one out and wait for the next 
core entry. — CHRIS 
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Mega Man Legacy Collection 9.0 Neal #34 Colossus 8.5 Neal #35 Specters 6.5 Lucas $30 
Mega Man Legacy WWE 2K18 3.0 Lucas £32 Yo-kai Watch 3 8.5 Lucas #39 
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SINCE IT WAS published a little over two years ago, 
our review of the 2017 3DS remake of Dragon Quest 
VIII no longer appears as a line item above. So I must 


Namco Museum Arcade Pac 7.0 Brett #38 
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Deluxe 8.0 Lucas #38 remind you here that it's amazing! 
Nickelodeon Kart Racers 5.0 David #37 Copies of the original PS2 edition aren't terribly 
Nintendo Labo Robot Kit 75 Lucas 434 hard to come by, but the 3DS version makes so many 


improvements that you'll certainly want to select it 
instead! One critical change was that the 3DS port 
axed the random overworld encounters of the first 


Nintendo Labo Variety Kit 8.5 Lucas #34 
Nintendo Labo Vehicle Kit 8.5 Lucas #36 


Nintendo LADO VR KE 20 Lucas. -#40 version — now, monsters appear roaming around the 
Octopath Traveler 8.5 Brett #35 map and you can choose to run into them or not. 
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Owlboy 9.5 Chris #33 characters woven seamlessly into the story: Yangus' 
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(the over-the-top ringmaster of the Monster Arena, 
now getting his hands dirty out in the field). 

We ultimately awarded Dragon Quest VIII on the 
3DS a rating of 9.0. Consider setting out on Eight's 
journey after you've finished Eleven's! — LUCAS 


COMMUNITY 


GB STUDIO 


Craft your own epic quests! 


HAPPY 30TH BIRTHDAY, Game Boy! 

Nintendo's original green-screened, chunky- 
bodied wonder of a handheld system first went on 
sale in North America on July 31, 1989, so it’s now 
been over three full decades since the early 
adopters of that first system cleared their first lines 
in Tetris and made their first attempts to rescue 
Princess Daisy in Super Mario Land. While puzzlers 
and platformers like those two ultimately played a 
large role in filling out the library of the Game Boy 
over the years that followed, though, the biggest 
hit the system ever saw ended up being a simple 
little JRPG you may have heard of: Pokémon! And it 
didn't arrive until 1996 in Japan, and not until 1998 
in the West. Nintendo really saved the best for last, 
huh? 

... Except we might not be able to say that any 
more — because development for the original Game 
Boy hardware has kicked back into gear again here 
in 2019 with the release of GB Studio, a software 
suite that makes it easy for aspiring game creators 
to craft their own portable, monochrome adven- 
tures. And its genre of speciality? JRPGs, of course! 
So if you've ever felt inspired to create your own 
role-playing game like Pokémon or Dragon Quest, 
read on to learn more about the software that 
might just help make your dreams come true as we 
interview GB Studio's creator, Chris Maltby! 


NF: What inspired GB Studio? Why make a game 
engine for such an old platform? 

CHRIS: I'd been playing around with Game Boy 
homebrew as one of my many side projects for a 
little while, and | was really struggling to get 
anywhere at all. There was something about the 
limitations of the Game Boy that appealed to me 
and kept bringing me back, though. Constraints 
often help with creativity — and it doesn’t get much 
more constrained than 160 by 144 pixels and four 
colors! The first time | managed to successfully get 
а single sprite to appear on my childhood Game 
Boy, | knew I had to make a game for it. 

A lot of the tools for Game Boy development 
were made for Windows, but | was working ona 
Mac — so to help simplify development I started 
building myself a little suite of tools to help. As with 
many of my previous game projects, before І knew 
it, rather than making a game I'd actually just made 
a game engine instead! 


What was the process of building GB Studio like? 
Did you run into any challenges along the way? 

There ended up being quite a lot of varied technol- 
ogies used to build GB Studio, and many of those I 
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was using for the first time. | often find it easier to 
learn if I've got something specific | want to 
achieve, but it did mean lots of rewriting as | kept 
learning better ways to do things. I think the final 
release is actually the fifth version now! 

At times | almost gave up on the project, but I 
was really encouraged by my friends and family — 
who between them have lots of creative and inspir- 
ing projects of their own. After years of making 
unfinished projects, | decided that this was the one 
| would finally release! 

It was very important to me to make sure that 
GB Studio was easy to use. After taking so long to 
get anything working at all, | really wanted to make 
the process so simple that anyone could do it. A lot 
of the difficulties were actually around this point — 
trying to determine the right trade-offs between 
simplicity and flexibility. Though updates will be 
adding new functionality over time, this is some- 
thing l'Il always be keeping in mind. 

One of the early decisions | made was to make 
the application work cross-platform. | was develop- 
ing on a Mac, but the technologies | was building 
upon worked on Windows and Linux, so 110 doa 
little extra work and even more people could 
benefit . . . how hard could it be? Much harder than 
| thought, it turns out! Minor variations between 
the Game Boy compilers between platforms meant 
that some code that worked fine originally would 
cause noticeable slowdown on the other platforms. 
It was a big balancing act, and at one point | had 
three computers running at once, editing the code 


on each! But I’m glad | put this effort in now, as it 
opened the application up to a much larger group 
of people. 


How have you found the reception to your work? 
What are your thoughts on the GB Studio commu- 
nity? 

The reception has been amazing in a way I really 
didn't expect. Within days of release I had the 
gaming press writing about it, YouTube and Twitch 
streamers making multi-part videos and even code 
contributors helping fix some of the early release 
bugs. Not long after the Subreddit and Discord 
were set up, and through those I’ve seen so many 
talented people making things | didn't even think 
were possible with the engine. 

The community is really friendly and they're 
very supportive, helping people get set up and 
giving constructive feedback on their artwork, 
music and code. We've even had to add multilingual 
rooms now, as the community has grown across the 
world! | wish | had a bit more time to spend in the 
Discord to be honest, but the busyness of my day 
job doesn't always allow it. | do try to drop in and 
see how everyone is doing every now and again, 
though. 

The simplicity of GB Studio has allowed a lot of 
people who had never programmed anything 
before to make their own game, allowing pixel 
artists to quickly make their ideas come to life. 
Some of my favorite stories from the community 
are when parents are sitting down with their 


INTERVIEW BY MATTHEW LOFFHAGEN 


ALL-NEW 
GAME BOY GAMES 
IN THE WORKS! 


Considering the enduring popularity of the 
original Game Boy, it's hardly a surprise that, 30 
years after its initial release, a strong community 

is still working hard to create new titles for the 
system. While a handful of diehard hobbyists 
were already working on their own projects 
before GB Studio came along, its launch has really 
kickstarted the scene by allowing truly anybody to Г 
make their own fully functional Game Boy games. |j Isabe 
GB Studio can export a working Game Boy ROM, | ho 
which can be played through an emulator, added = 
to an NES or SNES Classic Mini using homebrew 
hacks or even loaded onto a flash cartridge and 
played on authentic Game Boy hardware. 


What really makes GB Studio stand out is how fun 
it is to work with. This is the perfect game devel- 
opment engine for beginners, as everything is 
intuitively laid out, and adding new events or 
actors to a scene is as simple as clicking the 
mouse a few times. One thing that really helps is 
that the software pulls map layouts and character 
sprites from ordinary .PNG art files, meaning you 
can carefully craft your ideal Game Boy world in 
the image editing program of your choice, and 
then import it into your game instantly. GB Studio 
does have its limitations — it’s designed specifi- 
cally for making top-down, combat-free adven- 
ture games, so you can’t create a platformer ora 
shooter with the base version of the software. 
That said, it is surprisingly flexible, and with a 
little ingenuity it's possible to make all kinds of 
games in various genres. Some users have even 
created mods to add simple turn-based battles 
and real-time combat to their gameplay! 
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GURB'S ADVENTURE 


It’s possible to see GB Studio's full potential by 
simply playing some of the many diverse games 
that the community has produced. MortMort's 
Animal Crossing GB creates a faithful (if scaled- 
down) representation of the classic Animal 
Crossing experience, while Kazy's Final Fantasy XI 
Adventure somehow manages to pay tribute to 
MMO gaming through an 8-bit lens. Perhaps the 
most hotly anticipated game among the GB Studio 
community is the horror title Deadeus, created by 
IZMA. The beta for this game is absolutely 
gorgeous, with spritework that easily stands up 
among some of the best visuals ever seen on the 
Game Boy. 


Whether you're a seasoned developer who's 
always wanted to make a Game Boy game, or a 


newbie who needs a user-friendly program to 1-Н-Н-Н-Н-Н-Н-Н-Н-1:. HHL 
learn the basics of game design, GB Studio is the 
perfect tool to make your 8-bit dreams come true! PERSONA 5 GB DEADEUS 


children to make small games together. One person 
even made a custom game for their friend's 
wedding, and gave it to them working on a real 
Game Boy! Stories like that make it all worth it. 


Why do you feel the Game Boy has such an 
enduring legacy? 

| think there are a lot of things that have contrib- 
uted to it — to me, though, I think it's how seriously 
Nintendo treated their first-party games. While 
there were a lot of bad movie tie-ins and things like 
that throughout the Game Boy library, if you look at 
the games Nintendo made themselves — Tetris, the 
Mario Land and Wario Land games and Link's 
Awakening (still one of my favorite Zelda games, 
very much looking forward to the remake) — they 


were every bit as good as their console equivalents. 
There's also something about the minimal graphics 
and music that lets your mind run away and fill in 
the gaps. 


If you could dedicate infinite time and resources 
to building a dream game in GB Studio, what 
would it be about? 
My first GB Studio project, which | made in a week 
to test the tool, Untitled GB Game, weirdly ended 
up being pretty much what I was originally hoping 
to achieve when I set out to make something for 
the Game Boy about three years ago. It was a love 
letter to some of the games I grew up on, while also 
being a meta game about making a game. 

I’ve got a few more game ideas from all different 


genres, though, and I really like the idea of mixing 
the mundane with fantasy. What form these games 
will take and if they'll be for Game Boy or some- 
thing else entirely, I'm not sure just yet. 

At this point the thing that excites me most is 
what other people can do with GB Studio. If | had 
infinite time and resources І would be listening to 
what the community wanted and helping them all 
achieve their goals because between them they'll 
make more amazing things than I could ever think 


of! = 
GBStudio.dev 
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READER-MADE Mario! 


Did your Super Mario Maker 2 submission make the cut? 


WHAT ІРІ ever do to you? 

Seriously, I think NF readers might have some 
pent-up anger issues that they need to deal with, 
because in response to the call for Super Mario 
Maker 2 level submissions we printed in our last 
issue, our fans sent in an avalanche of some of the 
most devious, devilishly difficult levels I’ve ever 
encountered in all of my time spent playing this 
game. | didn’t specify Super Expert, everybody! 


000000000 6083 


BY REALJAXONH 


000000300 6295 


BY BBDECLAN 


And yet, that's what we got. So now I'm passing 
the pain on to you, the rest of our readership, to 
see if you can handle how hard this particular set of 
10 selections is. You'll have to bring your A game to 
reach the goal in most of the levels listed here... 
though, to be nice, the one at the end is a whole lot 
less painful than the rest. 

Stay tuned for the next NF, too, when our staff- 
made levels will be presented to you! — LUCAS 
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COMIC BREAK 


SWIPE LEFT... DATING 15 N 
SWIPE LEFT... HARD WHEN 
YOU'RE A 
SLIME! 


HEY, WHO'S THAT?! 
SHE'S PERFECT! 


NT 


I LOVE YOU 
50 MUCH! C'MERE, 
LEMME GIVE YOU 
A KISS! 


BY MATTHEW LOFFHAGEN 
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crazed brothers, couldn't pass it up! 


cartridges came to our home. 


and the free game it came with, please! It wasn't 
until years later that | learned that the Dragon 
Warrior cartridges were also made available to 
existing customers who decided to renew, so we 
could have probably just sent in our renewal 
form early and still scored the swag. Oh well! 


There was one minor difference, though. The 
glorious package that at last arrived containing 
the Dragon Warrior cartridge, the Explorer's 
Handbook, the wall poster map and all the rest 
of the included goodies was accompanied by a 
letter written by Gail Tilden, Nintendo Power's 
original Editor-in-Chief. New subscribers got the 
version of the letter seen here: scanned from my 
original copy that's been sitting in storage for 
three decades. It addressed recipients with the 
opening line "Dear Power Animal." Meanwhile 
active NP customers who just renewed their 
current subscriptions received a similar letter, 
but with a different title bestowed upon them: 
"Dear Power Brain." Keep that bit of retro trivia 
minutiae at the ready the next time you're at a 
party and use it to amaze your friends! 


As for my own opening line up above? Well, it 
might be a little sensational, but that Dragon 
Warrior giveaway really did solidify my love and 
awe for Nintendo Power. My subscription stayed 
active from that point all the way through the 
end of that legendary magazine's run in 2012, at 
which point 1 decided that 1 couldn't live in a 
world where the Power was turned off and 
began to make a plan to keep NP's legacy alive: 
The result, of course, was the formation of the 
Nintendo Force and, ultimately, the creation of 
the very magazine you're reading right now. NF 
itself can trace its lineage back to DQ, and I think 
that that is another pretty powerful vote in favor 
of giving that series a chance. 


Though, in hindsight, maybe we should have 
named it Power Animal Magazine? — LUCAS 


WHERE THE JOURNEY BEGAN 


IF IT WERENTT for the Dragon Quest series, Nintendo Force Magazine might not have ever existed! 


In the Retro section earlier in this issue, | wrote about Nintendo Power's promotional push for the localized Dragon Warrior in 
the States. While reading that piece, I’m sure many of you jumped to the correct conclusion that | was one of the kids who decided 
to subscribe to NP after being enticed by the promise of a free game! It was just too good of a deal. 1, and my two equally Nintendo- 


There was only one problem: We already had a Nintendo Power subscription! I believe it was gifted to us as part of the festivities 
of Christmas 1989, since our first-ever NP issue as new subscribers was the January/February 1990 edition, #10, with Sunsoft's 
Batman on the cover. With that fresh subscription not yet up for renewal partway through 1990 when the Dragon Warrior giveaway 
promotion first began to be advertised, well, | knew that we'd have to work some mail-order magic to make sure one of those free 


Now, | don't remember the exact timing of the sequence of events precisely how they happened (it was 29 years ago, give me a 
break), but | think that we actually cancelled our original subscription before the year had run out just so that we could send in the 
mailed response card to claim that we were all-new, never-before-subscribed customers who would very much like the magazine 


Dear Power Animal: 


Here's your Dragon Warrior Game Pak! Get ready to embark on one of 
the greatest video adventures of all time. And to help you in your quest, 
you'll be armed with the most powerful magazine on earth--Nintendo 
Power! 


And check out the other power tools we sent you, including the must- 
have Special Edition Explorer's Handbook, provided only through this 
offer, and designed to-help-you-master this super-challenging role 
playing adventure. Add that to the Dragon Warrior Adventure Card 
and the two FREE poster-sized maps, and you've got everything you 
need to start kicking some serious dragon tail! 


If you haven't received your first issue of Nintendo Power, don't worry, 
it's coming. It'll be packed with more power tips, tricks and scorcher 
strategies than you can believe--every month! Plus, you'll read previews 
of upcoming games to help you make the right choice in your next 
purchase. Best of all, it's your link to the supercharged world of 
Nintendo! 


Thanks for subscribing and welcome aboard! You're now in the ranks of 
a million-plus Power Animals who'll only play with serious power-- 
Nintendo Power! 


Best regards, 


о — 


Gail Tilden 
Editor in Chief 


